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UL TIMA AND LOTS MORE! 
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...of a missed penalty in a SHOot OUT that 
could take you to the World Cup final. 

That’s the reality of World Cup USA ’94 
from U.S. Gold. 

Serious game play and the only one 
serious enough to carry the official license. 

Y 

° u get more options, more 

CUSTOM' 0 *’ more frames 

of animation and more playability 
— - than any game ever, plus a few 
unique sURPR^S guaranteed to keep 
your opponents guessing. 

What we’re talking about is a football 
game that gives you the 

feel, guts , smart 
thinking and downright 
inspired moves of real World Class Football. 

So if you want to play real football, put your brain in gear 
and get U.S. Gold’s World Cup USA ’94. 




WorldCupUSm" 


I It’s out on June 3rd and it’s the only 

one worth waiting for 
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SUPER ACTION 

“Why more Nintendo games can’t 
be this smooth is beyond me!” 
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...to issue #22 of NMS - the UK's only, official 
Nintendo magazine. It's been one heck of a month, 
not least because one of us visited Nintendo of 
America whilst another is, even now, busy securing 
tickets for the Consumer Electronics Show in 
Chicago! Nevertheless NMS has stacks of good stuff 
inside this month's issue, not least the Mighty 
Morphin' Power Rangers who have somehow 
managed to battle Super Street Fighter aside for 
a place in the news section - a real coup, consider¬ 
ing! We have the exclusive first look at World 
Heroes II from Takara and a special preview of 
Hudson Soft'sSuper Adventure Island II. Gary 
has some very interesting gossip this month - in fact 
why not turn to pages 94-9flri^it®ow! 

BUT WAIT - first let me teM^HfaH^xcited we are 
to brincryou exclusive first friots If Batman: The 


review 
bAnd, of 
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THE UL TIMA TE SUPOR NES 
WRESTLING GAME? 

So powerful is Muscle Bomber, we had to rein¬ 
force NMS this month just to contain it! No 
other wrestling game comes close to matching 
the ground-shaking spectacle that is Muscle 
Bomber. To find out exactly how amazing 
Capcom's latest pride and joy is turn to our 
most thorough, five-page review. 


WORLD CLASS 

Is the world tiring of Street Fighter clones? Not 
if World Heroes II is anything to go by, it isn't! 
NMS has the UK exclusive on this hot new title 
from the company who brought you Art of 
Fighting and Fatal Fury II - Takara. 
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KONAMI COLLECTOR'S BOOK 

Happy with the excellent Konami feature book? 
You should be! The Batman: Animated Series, 
Sparkster and Probotector II features are all 
WORLD EXCLUSIVES! Basically readers of NMS 
are the first members of the general public to 
lay eyes on these exciting new games in devel¬ 
opment! We can't believe our luck and nor 
should you! 


MEGA MAN SOCCER 
J-LEAGUE EXCITE STAGE 
DRAGON 
SMASH TENNIS 
MUSCLE BOMBER 
KNIGHTS OF THE ROUND 
EYE OF THE BEHOLDER 
HYPER VOLLEY-BALL 
ALL-AMERICAN FOOTBALL 
SOS 

JUNGLE BOOK 
BOXING LEGENDS 
ULTIMA VI 


SPECIAL 

PREVIEWS 


TINY TOONS: WACKY WORLD 
OF SPORTS 
WORLD HEROES II 
MR TUFF 

ULTIMA GAME BOY 8 
AMERICAN TAIL - FIEVEL 
GOES WEST 
VIRTUAL BART 
MAXIMUM CARNAGE 
USHRA MONSTER TRUCKS 
ADVENTURE ISLAND II 
ITCHY AND SCRATCHY 


DO WE SMELL? 

What do you really think of NMS? Believe it or 
not, we'd really like to know. Of course we pre¬ 
fer to hear nice things said about us, however 
even the most critical entries stand the chance 
of winning software worth £500! So, what are 
you waiting for - DUNDERHEADS? 
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AWESOME SUPER STREET 
FIGHTER II PICTURE SCOOP! 


Capcom are shortly to launch the next stage in 
Super NES fighting game history when they release 
Super Street Fighter II later this month. NMS brings 
you exclusive details of this awesome 32-meg mon¬ 
ster first 

It's the game that everyone's talking about. Super Street Fighter 2 on 
the Super NES is shaping up to be the greatest one-one-one combat 
game ever devised. If you don't believe us, take a look at this verita¬ 
ble explosion of authentic Super NES shots. All the moves, all the 
characters and all of the fantastic playability have made it into Super 
Street Fighter 2. We'll be bringing you an incredible review of this fan¬ 
tastic title as soon as we can - maybe even in time for 
next month's NMS. 


THE NEW CHALLENGERS 

Being a massive 32-meg, Super Street Fighter 
incorporates the four new characters and all of 
their moves. T Hawk (and his incredible Mexican 
Typhoon) appears along with Bruce Lee lookalike 
FeiLong, the English Cammy (is she really Bison's 
ex-lover?) and the funky DeeJay. 


NEW MOVES 

As well as four new characters, each of the main 
12 Street Fighter combatants receives new moves 
Ken has a flaming dragon punch, capable of 
inflicting three hits all on its own. Ryu has a highly 
powerful red fireball. Blanka has a new roll... We 
could go on all day, but I think you get the idea. 


(ABOVE) Cammy lauches a thrust kick to the cods of an 
unsuspecting T. Hawk. Watch out Hawk! 


THE RUMOUR MILL 

What we're about to tell you about SSF2 hasn't 
been confirmed as such, although a senior figure 
at Capcom has let these details slip. First of all, 
much to our disappointment the game isn't a con¬ 
version of the new Super Stree 
Fighter 2 Turbo coin-op. However, 
the game does have Turbo stars 
similar to Street Fighter 2: Turbo, 
which directly effect the velocity of 
the game. Using these stars it's 
possible to play the Super NES ver¬ 
sion at speeds far in excess of the 
new arcade game. Now that's not 
bad is it eh? 
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ALL THE COMBOS 

True masters of Super Street Fighter 2 are the people 
who've mastered all the combination attacks for each 
player. If you're a bit of a dullard and don't know 
what all of this means, read on. Basically/'combos" 
are fast, unblockable series of attacks which inflict 
incredible amounts of damage on your opponent. 
Super Street Fighter rewards players who use combos 
with the use of an excellent combo bonus. The more 
hits you get in, the bigger the bonus will be. Other 
new bonuses in the game include reversal, first hit 
and recovery bonuses - all guaranteed to send your 
score into the upper stratosphere. 
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MATCHPLAY! 

Ever played SSF2 in the arcades? Basically, four cabinets are 
linked together for up to eight player tournaments. This mode has 
been included in the Super NES version, although obviously you 
won't be able to play four games simultaneously as in the arcade 
(there's only one screen connected to your Super NES!). In the 
tournament each player can choose the same character (if you 
really must). In theory you could have a match with eight Ryus! If 
that happens, each of you receives differently coloured clothes. 
The colours are totally authentic to the arcade original - even the 
Asian Guile with the orange hair is in there! 
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BAD GUY DOME GOOD 

Wario shot straight to number one in the Gallup 
charts upon the release of his game - Warioland: 
Marioland III - on Friday 13th May! Though hardly 
surprising it's still an incredible achievement, so 
well done Wario and congratulations Nintendo! 


(ABOVE) Plok action blah , blah, blah! 
Plok action blah, blah i, blah! Plok 
action blah, blah , blah! 


I BBBMff KEEP ON RU 


Crazy Chase is a highly original game 
being developed by Japanese software 
house Kemco. Marubeni hope to rush the 
game, which involves steering a 
clown around all manner of 
perilous obstacles as he is 
chases a lit fuse, to the 
UK by the end of the year. 

More news soon. 


HMTEHDO RULES! 


CLOWN IN FUSE CHASE FROLICS TO SA 


Console Game of the Year: ‘ Super Mario All- 
Stars.’ 


Best Advert of the Year: ‘Zelda - Link’s 
Awakening. ’ 


Mike Hayes, Director of Marketing at 
Nintendo, thanked everyone who had voted 
and promised many new exciting titles for 
release over the next few months. We look for¬ 
ward to seeing them. 

You may remember we ran a competition in 
Issue #20 for people to guess the winning titles 
and earn themselves £200 worth of software. 
Jason Smith from Sheffield claims the prize, as his 
predictions are the closest NMS received. 
Congratulations Jason! 


Nintendo accepted awards for Hand Held Game of 
the Year, Console Game of the Year and Best 
Advert of the Year at the Golden Joystick awards 
held in London on 16th May. As the Joysticks are 
the only awards voted for by the people that matter 
- ie the consumers - it proves that real players pre¬ 
fer Nintendo characters such as Link and Mario 
over anything offered by competitors - even Sega. 
Here's what won it for them: 


PRINCESS 


Hand Held Game of the Year: Zelda - 
Awakening.’ 


Link's 


On the 13th of April NMS attended the opening of 
Konami's new UK headquarters in Uxbridge. It was 
exciting for two reasons, primarily because NMS 
had the opportunity to meet with Mr Kagemasa 
Kouzuki, the Chairman and Founder of Konami; 
Tim was even granted an interview with Mr Kouzuki 
which we hope to bring you next month. However 
the other really big news is that Konami are plan¬ 
ning to house their new research and development 
team, right here in England! 


SENSIBLE 

Sony have announced a definite 
release date for International 
Sensible Soccer - Limited Edition: 

Friday 1st July. So what's a 'Limited 
Edition' soccer game when it's at 
home then? Well, according to 
Sony, it means much the same as 
an existing game only with teams 
replaced by their FIFA counter¬ 
parts. This is far from being a 
scam. Sensible Soccer is regarded 
as one of the best soccer sims ever 
written, so a World Cup variation 
of the same is a cool option! 


KONAMI OPEN UK 
HEADQUARTERS 
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JURASSIC SHIFT! 

Ocean's sequel to Jurassic Park titled, guess what, 
Jurassic Park II is now being carefully handled by 
Sony Electronic Publishing. Scheduled for an 
October release there are no samples to see as yet, 
but NMS doesn't like to keep its secrets buried for 
too long. 


BmanME 


Due to unforeseen problems the release of Anco's 
Kick Off III is now delayed until September. No-o- 
o-o-o-o! Imagineer apologise profusely to everyone 
for this dreadful state of affairs but promise to 
make good of a bad situation - at least they now 
have more time to hone their game to perfection. 


MAX POWER 



Another of Sony's promising Autumn releases is a 
video-game adventure starring inch-high private- 
eye, Mighty Max. Base on the TV series which, itself 
is based on the cool miniature toy range. Mighty 
Max features 25 levels of platforming action in 
which Max makes use of a wide variety of tactics to 
survive. There's even a split-screen, two-player 
option in which players can adventure together. 
Max certainly is given some distance to travel in 
reaching his goal, and players are in for a long wait 
too as the game isn't released until November. 



ARC YOU A GREAT 
GAMES PLAYER? 


Well, are you? Nintendo are keen to find out. So 
much so they've organised a series of challenges 
that are taking place all over the country even as 
you read this. There's still time to stake your claim 
and become known as one of the greatest games 
players that ever lived. Either that or you could 
always just visit the Challenger bus and sample all 
the latest games. The dates and venues are as fol¬ 
lows: 

June 

7 9th - Adidas Street Ball - Manchester 

21st - Cheshire Show - Knutsford 

22nd - Cheshire Show - Knutsford 

23rd - Royal Highland Show - Knutsford/ Edinburgh 

24th - Royal Highland Show - Edinburgh 

25th - Royal Highland Show - Edinburgh 

26th - Royal Highland Show - Edinburgh 


July 

2nd - Adidas Street Ball - Coventry 
3rd - Adidas Street Ball - Coventry 
6th - Tour de France - Portsmouth 
7th - Tour de France - Portsmouth 
16th - Birmingham Show - Birmingham 
17th - Birmingham Show - Birmingham 
19th - East of England Show - Peterborough 
20th - East of England Show - Peterborough 
21st - East of England Show - Peterborough 
23rd - Adidas Street Ball - London 
24th - Adidas Street Ball - London 
26th - Blackpool Beach - Blackpool 
27th - Blackpool Beach - Blackpool 
28th - Blackpool Beach - Blackpool 
30th - International Air Tattoo - Fairford 
31st - International Air Tattoo - Fairford 


UNDER DC 

Just to confirm that Super NES 
games featuring DC comic 
heroes The Shadow and Green 
Lantern are still underway from 
Ocean. As you can see, both 
titles are shaping up excellently 
and may even rival Konami's 
'Batman: The Animated Series' 
for knock-out graphics when they 
finally appear this Autumn. Can't 
wait! 




11 Gums) 

































TIME WARMER RISC 
TO THE OCCASION 


So everybody is muscling in on the video game 
scene, but there are still a few companies who have 
inspiration and are looking towards expanding the 
arena into something very different indeed. On 
25th May Time Warner Interactive Group joined 
with Atari to form Time Warner Interactive in the 
hope of bringing a succession of incredibly strong 
titles to the video game market. They do have the 
capability. In so far as the Nintendo market is con¬ 
cerned, NMS is looking at a futuristic-style beat 'em 
up called Rise of the Robots. It's visually stunning 
and it's in next months issue of NMS. 


Comic book heroes often find their careers moving 
on towards video games. It's like Australian Soap 
stars and music; idiots and politicians. However 
it's not often that the situation is seen in reverse. 
Mario's done it, so have Pop 'n' Twinbee (in 
Japan) and now it's the turn of Sky. In conjunc¬ 
tion with Sony, Dark Horse comics have assigned 
top comic author Dick Hanson to produce a col¬ 
lector's edition story based on Skyblazer to fea¬ 
ture in the Easter issue of Manga Mania. There 
are only 40, 000 of these comics available, so 
games players had better obtain their copies 
quickly to avoid disappointment. 
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SKYBLAZER 


BACK FROM TH£ FUTURE 


In contrast to the rough-hewn nature of the 
Flintstones, Taito have The Jetsons, another of 
Hanna-Barbera's cosy little family-cartoon shows 
only this time set in the future. Taito go crazy with 
the sight gags as Nuclear father George Jetson is 
put through his paces in trying to manage the crazy 
technological gadgetry that surrounds him. The 
Jetsons certainly offers some amusing features, 
though just how well they come together is not so 
sure. Unfortunately, like Space Invaders, the 
Jetsons are currently homeless in the UK. 
Disgraceful! More news as and when we get it. 


AWAITING LANDING 
PERMISSIONJjrjTTm 


SCORE< 1 > 
0 0 0 0 

HI—SCORE 

0 0 0 0 

SCORE<2> 
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CREDIT 01 


SELECT A SCREEN TVPE 

► UP RIGHT CABINET SCREEN 
BLACK & WHITE 
B & W WITH CELOPHANE 
COLOR 

RETURN TO NODE SELECT 


The Original Game 

PUSH START BUTTON 


Another month goes by and still 
no offical takers for Taito's bril¬ 
liant Space Invaders! It's crazy! 
Still NMS have here an update on 
what to expect should the 
Invaders eventually land here in 
the UK. Five modes of play are 
available, the first four depicting 
the orginal coin-op variations. Black and White, 
coloured-acetate strips or luxury full-colour - that 
kind of thing. The fifth is an all-new, two-player 
mode in which players compete simultaneously to 
rack up the highest scores whilst wreaking havoc in 
the opposition's play area by blasting specially- 
coloured aliens. It's really cool, so expect an in- 
depth preview in NMS very soon! 
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reepo: 


>ut more 


.NINTENt 


wasted all his cut-price cinema 
tickets in blundering attempts to 
impress his sister's friends. 


of our free Mega&rive systems - 
then charged her kid brother a 
whopping £3 an hour to use it. 


took full advantage of our half- 




















RED HOT AND BLUE 


A 16 meg RPG currently available in Japan features 
48 possible endings and the facility to record 50 
saved positions! It is The Blue Crystal Rod, from 
Namco. The forerunner to this final instalment of 
the DRUAGA series saw the Blue Crystal Rod being 
used to defeat the evil god DRUAGA. Now GIL, the 
hero, is to return the rod to its rightful resting place. 
The Blue Crystal Rod looks similar to the excellent 
Eye of the Beholder, except with cool Manga-style 
characters. Sadly there are no plans to release this 
intriguing title in the UK. However Namco may bow 
to some persuasion. Should The Blue Crystal Rod 
be released in the UK or not? Write to NMS with 
your opinion and we'll pass the message on. 



DRAGON ON 


Those of you who read NMS backwards will have 
already spotted NMS' review of Virgin's Dragon: 
The Bruce Lee Story, which was awarded a mighty 
mark of 88%. Well, the news just in as NMS goes to 
press is that Virgin's Creative Director in the USA 
(one Julian Rignall) didn't think that Dragon: The 
Bruce Lee Story had quite enough beat 'em up vio¬ 
lence in it, so he's commanded that the game be 
taken back and the action upgraded to include first 
hit and combo bonuses, as well as around 15 new 
moves! Phwoar! Nice one Jazza! 



WORLD CLASS WORLD 
CUP STRIKER 

Nintendo seldom make mistakes, so when they 
decide to distribute a game on behalf of a third- 
party developer it's time to sit up and pay atten¬ 
tion! Recently Nintendo signed an agreement with 
Elite Systems to oversee the control of World Cup 
Striker on Game Boy. Says Dene Landucci, Public 
Relations manager for Elite: ' It's a tremendous 
endorsement to the quality of the game.' The only 
change Nintendo have made to the game is its title 
which is, as yet, undecided. However NMS readers 
will, of course, be the first to know. 
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MONSTERS, MARTIAL 
AS POWER RANGERS 


'Mastodon,' 'Pterodactyl,' Triceratops,' 
'Sabre-Tooth Tiger,' 'Tyrannosaurus!' Yes 
Power Rangers - on Game Boy is being 
prepared by Bandai for Autumn and you're 
seeing it for the first time here in NMS! The 
game is a beat 'em up, of course, in which 
one player controls one of the five original 
Power Rangers as they battle to save the 
world from evil. Though depicted in 
monotone, the Rangers are distinguish¬ 
able by their weapons: Red brandishes his 
sword, Yellow her daggers and Black wields his 
powerful axe, and so on. Game Boy Power Rangers 
also features the Megazord - an all-powerful robot 
piloted by the Rangers - and its confrontations with 
the best of Rita Repulsa's monsters. As some indica¬ 
tion of what to expect, Game Boy Power Rangers is 
very similar to the first TMNT game from Konami. 

A more colourful Super NES Power Rangers is also 
underway, and NMS expect to have the first pics of 
this hot title for everyone to drool over next month. 
Until then check out the excellent TV series. It's 
cool! We love it! 





« ***** 

CFTXON 

® t&4 BftKBff! INC. 
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(ABOVE) Hey you! Have a bit of that! 
Daggers to the cods is one of the yel¬ 
low rangers deadliest attacks. 





















































TELSTAR 

I Titus's awesome Game Boy 

Monster Max title is being distrib¬ 
uted by the record company we 
all know and love - Telstar - in 
this country, along with Blues 
brothers and Prehistorik Man. 

Not only does this ensure wide- 
range availability but it is an indi¬ 
cation of Telstar's newfound con¬ 
fidence in marketing video 
games at full price, as opposed 
to their tentative offering of bud¬ 
get titles as before. 


The Manga onslaught continues with a further three 
high quality Anime titles and one Japanese live- 
action movie released this month. 

ROUJINZ 

RATED: 12 (NOT CONFIRMED) 

Easily the most inspiring of this month's releases is 
Roujin Z. Written by Otomo Katsushiro, the man 
famed for Akira, and directed by Hiroyuki Kitakubo, 
Roujin Z follows the outlandish progress of an aged 
man named Mr Takazawa who is given a new lease 
on life when his computerised, mechanised, revolu¬ 
tionary new bed is taken over by the spirit of his 
dear departed wife. The film is even more bizarre 
than you might expect from reading this brief sum- 
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YELLOW PATCHES 

Nintendo are bundling their Super NES packages 
with a free copy of FIFA International Soccer this 
summer at a bargain price of £129.99. This pack¬ 
age looks set to become the ideal Birthday present 
for Summer '94 - all excepting Megazord, 
Dragonzord and Titanus of course. 




MORE 

mary but Roujin Z's a high class piece of anima¬ 
tion, superbly entertaining and a real heart 
warmer too. 

THE GUYVER: MYSTERIOUS SHADOW: DATA 3 
RATED: PG 

Sho's trials and tribulations continue when his 
girlfriend is kidnapped by Chronos Japan - the 
organisation attempting the elimination of Guyver 
technology. This is the third instalment of a daz¬ 
zling twelve-part series and well worth the asking 
price of £5.99. 

MONSTER CITY 
RATED: 18 

Fans of the more dark¬ 
er aspects of the 
Anime world are sure 
to find much in Monster 
City to satisfy their 
ghoulish needs! It's hor¬ 
rific! based around a 
mysterious earthquake, 
the 78 minute long fea¬ 
ture depicts a Japan 
overrun by demons. All 
manner of disgraceful 
activity ensues with the hero, Kyoya Izaoyi at the epicen¬ 
tre of it all. Nasty and most definitely not for the young 
or feint-hearted! 


GUNHED - THE ULTIMATE BATTLE 
RATED - 15 

Apparently Gunhed is the film upon which the Super 
NES game 'Super Aleste' is based, but nobody here 
can see the connection. Whatever the case Gunhed is a 
classic piece of science fiction, so much so in 
fact that it's just completed a sell-out tour 
across the UK! 

In 2025 a renegade super-computer - Chiron- 
5 - declares war on mankind. But without the 
likes of Sarah Connor to save us it becomes 
the task of unmanned robots known as 
Gunheds to straighten things out. Fifteen 
years after the event a group of treasure 
hunters stumble across a prohibited war 
zone in their search for valuable computer 
chips. It happens that Chiron-5 is still 
active and one of its last remaining Bio¬ 
droids is creating havoc as the count¬ 
down continues to mankind's ultimate 
destruction. With the assistance of a 
crack platoon of Air Rangers, hero 
Brooklyn must re-animate the last remaining 
Gunhed unit to eliminate Chiron-5 once and for all... 
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HIT OR MYTH? 

Contributing greatly to the promise of Sony's suc¬ 
cess this year are a London-based company named 
Arcade Zone. Their Super NES game Legend is a 
fine-looking, arcade-style beat 'em up - with 
swords. It has 14 different levels, 10 of which fea¬ 
ture end-of-level bosses. September is the earliest 
we can expect to see Legend on sale, however NMS 
hope to bring you more details next month. 



SONY SHIPS! 

Sony recently obtained the rights to distribute 
Game Boy Lawnmower Man in the UK - but that’s 
not all! Ocean's Eekl The Cat for the Super NES is 
now under their jursidiction. Both are titles are due 
on the shelves this month. 

The ambitious company also acquired the rights to 
produce a game based on the new Flintstones 
Movie starring John Goodman and that other guy 
who nobody can ever remember the name of... 

And if modern stone-age antics is your bag, Sony 
are putting the finishing touches to a cart called 
Fun & Games. It features every traditional kids 
passtime younger players could wish for. 



No this is nothing to do with the 
mad-cap antics of Warner Bros' 
Animaniacs! Instead NMS has 
news of a whole new Anime com¬ 
pany named Animania 
Animation with Attitude. They're 
not kidding either! Their first 
release, 'Guy/ is a strictly adults 
only production. It relates the gra¬ 
tuitous exploits of a super hero 
named Guy and his sidekick 
seductress Raina. There's all the 
usual monsters and mayhem 
expected from an action Anime 
release, but the rest is best left to 
the imagination or at least the 
nearest responsible adult who - 
with any sense - wouldn't let a 
person under the age of 1 8 go 
anywhere near this video! 

Just to show they mean the rest of 
us no harm, Animania have organ¬ 
ised a rather cool competition with 
NMS in which anybody - whatever 
the age - can win Animania jackets, 
posters, shades and 'Guy' bullets. 
Simply answer this one simple ques¬ 
tion: 


How many copies does the biggest - 
selling Anime comic sell in Japan every 
week? Is it: 

A. 3 Million 

B. 6 Million 

C. 8 Million 


Write the answer on the back of a post¬ 
card or sealed envelope and post it to 
this address: IAMANANIMANIAMA- 
NIACIAM, NMS, PRIORY COURT, 30- 
32 FARRINGDON LANE, LONDON 
EC1R 3AU . The competition ends on 
19th June and all the usual rules apply 
(see the Welcome page for more infor¬ 
mation.) 


A MAKS A DAY - FOR THE HEXT HOWEVER LONG- 


Ever wonder where the world's greatest football players get all that excess 
energy from? Well Mars would like to have us believe it comes from chomping 
Mars Bars, M&Ms and Snickers Bars! There's only one way to find out if this is 
true, and that's by entering this choc-tastic competiton. 

As Mars are amongst the official sponsors of this year's World Cup they have a 
small truck-load of Mars confectionery to give away, alongside leather World 
Cup Footballs, T-shirts and pin badges. So Forget eating humble pie England 
fans - get your choppers around this great chompo compo and answer this one 
tasty question: 

7. In 1982 the number of World Cup finalists was expanded to 24. How many 
were there originally? 

A. 1.5 

B. 7 and their favourite pets. 

C. 16 

In the event of a tie-break situation, we'd like you tell us what else a Mars Bar 
might help you achieve besides working, resting and playing. Send all answers 
on a postcard or sealed-down envelope to: DON'T FORGET YOUR TOOTH¬ 
BRUSH, NMS, 30-32 FARRINGDON LANE, LONDON ECIR 3AU. The compe¬ 
tition closes on the 19th July and all the usual rules apply. 

(9 is 


















creating a world of difference 


steals the World Cup trophy. 


The careless alien collided with an orbiting asteroid and the top 
trophy was smashed into five pieces which are now scattered 
around the globe. Join football crazy Soccer Kid in his quest to | 
recover and reassemble the World Cup. 

Prepare to meet all manner of madcap characters in dozens of 
lush, detailed locations ranging from England, to the Italian Riviera, 
through Russia’s frozen forests. Take a ride on Japan’s Bullet Train and 
end up on the rough and tough city streets of the U.S.A. It’s awesome 
arcade action all the way with a blistering soundtrack to match. 


LICENSED FROM KRISALIS SOFTWARE LTD. 
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PEOPLE SYSTEM 


KONAMI FUN WITH RUN AND GUN! 


Remember that Konami Coin-Op competi¬ 
tion we ran in the March issue of NMS? 
The Open-The-Card-And-See-lf-You’ve- 
Won comp? Yeah you do. That little black 
envelope thing that was on the front of the 
mag? That’s right Well, you didn’t win, so 
don’t get excited. 

Actually that last sentence assumes that you're not young 
Andy Bosquet, because he DID win, and the proof is in 
these pics taken on location in Andy's, exclusive, luxury, 
penthouse...er, house in Wiltshire's fashionable 
Warminster. 

The congratulations ceremony was hosted by NMS 
Smash-Lad Graham Mangion and Konami's Man With A 
Trouser Press, Jon 'Konami' Sloane, both of whom turned 
up at Andy's house at the crack of dawn, banging on the 
door and demanding tea and sausages while they waited 
for Andy's prize to be delivered. 

At last Mr Van Driver arrived and carried the vast, £2,000 
arcade cabinet into the garage on his back. 

As Andy ripped the bubble wrap off the front of his new 
machine he discovered - OH NO! - he'd been sent an old 
PacMan machine by mistake! Hahahaha. Not really. It 
was, in fact, Konami's brand new mega-basketball title, 


Run And Gun, and boy, was he 
pleased about THAT! 

Almost equally pleased were Jon and 
Smasher, who spent the rest of the 
day playing Run And Gun tourna¬ 
ments, burning Andy's parents' elec¬ 
tricity while drinking tea and scoffing 
chocolate Hob-Nobs till home-time. 
So now you know what happens 
when you win a competition in NMS - 
the mag that brings you the prizes, if 
you bring the biscuits (and win the 
competition as well). 


Hurrah for Andy Bosquet and his 
awesome 

card-opening capabilities! For 
without them he may never have 
won! Hurrah!!! 




SPECIAL HAND MOVEMENT: Sort of 
rising fist accompanied by squelching 
sound. 


sation with dramatic arm gesture as if 
he's sweeping aside a long, silk 
Dracula cloak and saying 'Ta-daa! 
Here I aaaaml' 


SOFTWARE RANGER©' AKA PAUL 
DAVIES 

Half disco-dancer, half Ninja, Davies 
was recruited to the ranks of the 

Rodent Rangers®'" at 
the age of three 
\ days when he 
/ \ was stolen 

/ \ from 

psall 


PRESENTING - THE 
RAUNCHY, ROVIN' RODENT 
RANGERS*™ 


THE SILENT RANGER® ™ AKA PETE 
BARRELL 

Former member of a brotherhood of 
Ninja Space Designer 
Monks®™ who 
swear a vow of 
/\ v \ silence, Silent 

> Ranger®™ 

was cast out 
V if Of the Ninja 

§ Space Design 


ART RANGER©™ AKA GARY HARROD 

Permanently in tune with Cosmic Art 
Waves, Art Ranger always knows 

whether or not some¬ 
thing looks good, 
and if it doesn't 
he swears at it 
Ajgjjg v. until it sponta- 

( jMi.gy neously com¬ 

busts. Like 

\ * y Cockney 

Ranger, Art 

_ ^ Ranger has some 

inherent skill with 

Smash, the mystical art of Rude Word 
Manipulation®™, and enjoys spar¬ 
ring with his youthful Rodent 
Rangers®™ buddy at any opportuni¬ 
ty, much to the disgust of any ladies 
(real ladies, that is) present at the 
time. 

RODENT COUNTERPART: The Star- 


Under the guidance of 
Rattonazoxazorb® ™, Arch Rodent 
Master From Beyond The Event 
Horizon® ™, the Raunchy Rovin' 
Rodent Rangers©™ produce the 
Nintendo magazine that belittles all 
others, in much the same way as 
freezing water belittles grown men! 
The source of the Rodent 
Rangers®™ mystical magazine pro¬ 
duction skills are their Rodent coun¬ 
terparts whose spirits they can call 
upon by performing their Special 
Hand Movement®™ and calling the 
name of their Rodent 
Counterpart© ' ! 

Watch out for the Rodent Ranger 
Power Fun Action Play Power®'" 
sets and Fun Figures®'", which we 
wish were coming to a toy store 
near you this summer 


\ WmI / Hospital, 

\ / Manchester by 

Reader 

Repulsor's Smash 
Worms only to be 
rescued and raised by Arch Rodent 
Master, Rattonazoxazorb®™. 
Maintains the secret of his Rodent 
Ranger allegiances by running Cafe 
De Custard Pie. 

The Cafe De Custard Pie Power Fun 
Action Play Power®'" playset comes 
complete with a Software Ranger Fun 
Fig ure®™ and Play Pies®™. 

RODENT COUNTERPART: Sparkster, 
Rocket Knight Opossum. 

WEAPON: The Lucky Ladder. 

SPECIAL HAND MOVEMENT®™: 
Walks into room and opens conver¬ 


__ 

Monastery® ™ 

for talking after 
lights-out. His Holy 
Incarceration Capsule crash-landed 
on Earth and after many hair-raising 
adventures in Leeds, he bumped into 
man who knew a man who knew the 
Rodent Rangers®™, fixed up a meet¬ 
ing and joined the fight for Quality 
Nintendo-Based Reading Matter. 
Hooray for Silent Ranger® ™ I May he 
forever construct our logos! 

RODENT COUNTERPART: The Coypu. 
WEAPON: HIMSELF!! 


WEAPON: Devastating Wit Bullets 


/Vf. 









(ABOVE) The 'suit' is a bloke 
called Jon. He works for Konami 
- lucky so-and-so - and is utterly 
hopeless at Run and Gun! 



OUGHT) Graham (thinks): Cor 
blimey! These shirts 
are a bit warm! 
Andy (thinks): Ugh! Didn't this 
NMS geezer have a wash 
this morning! 


(RIGHT) Andy (thinks): Ah, that's 
better - wind's blowing the other 
way now! 


(LEFT) OK lads, the first person 
to count to ten chooses the first 
team. Ready - Go! 




WARMINSTER WONDER 
WINS KOOL KONAMI KOIN-OP! 


RATINGS GUIDE 

96-100 

Sometimes it 'aint easy being a game. Sometimes playing by the rules isn't 
enough. Sometimes you gotta break the rules to find justice. This game 
gets the job done...his way! 


His boss didn't like him...The Mayor hated him...City Hall had no time for 
him. But when it came to bringing down the biggest mafia organisation in 
the city, they all knew hew was the only one for the job. Now and then, you 
gotta bet on a wild card! 

ANY GAME SCORING ABOVE 90 PER CENT IS IMMEDIATELY AWARDED 

THE NMS SEAL OF QUALITY. THESE GAMES ARE NMS RECOMMENDED 

AND ABSOLUTE MUST BUYS. 

86-90 

Cart was two weeks away from retirement. Just when he thought his life 
in the Force was over his boss gave him a new partner, Ridge. At first they 
were only fighting each other. Now they're fighting for their lives! 

80-85 

Cart and Ridge are back! Cart is still too old for this baloney. Ridge is still 
close to drawing a psycho pension. But together, they're still one hell of a 
team! 

70-79 

Cart and Ridge are back!...again. Cart is so old now he's got a five second 
memory and dribbles a lot. Ridge has given up on the madness angle and 
taken to quiet games of cribbage with friends. But together, they're really 
wearing the genre a bit thin! 

60-69 

Kirby was a good cop. But when his boss told him to go deep cover some¬ 
thing went wrong. When being bad gets to feel good, when crossing the 
line is all too simple, doing the right thing isn't easy. Now Kirby's fighting 
the hardest battle of his life, in deep cover and deep trouble. 

50-59 

He told them he could be trusted. He told them he was incorruptible. He 
told them there'd be no mistakes. He lied. 

40-49 

Friends found him charming. The neighbours thought he was a family 
man. Only his victims knew it was all a game. 

30^39 

When Betty and Alan bought their first console everything seemed perfect. 

They advertised for a tenant and thought they'd found the perfect one in 

Mr Cartridge. Now he won't leave and he's turning their dream console 
into a nightmare... 

GAMES SCORING BELOW 40 PER CENT ARE IMMEDIATELY AWARDED 

THE NMS KIPPER OF COMMISERATION, THE ACKNOWLEDGED BENCH¬ 
MARK OF BADNESS 

20-29 

Everyone who discovered his dark secret mysteriously disappeared. 

Everyone who came close to the truth turned up dead. Who was he?... 

0-19 

...Why did he fear churches so much? Born of the jackal! Look for the 
marks! The Prince of Darkness is alive! 



CONFIDENCE ALL DAY! 


(ABOVE) So you see Graham - 
remember to wash in the morn¬ 
ings and you can perform amaz¬ 
ing feats, like this! Now you have 
a go...actually, on second 
thoughts... 


19 (Nh IS) 


LEEDS HOME LOAN-A-RANGER® ™ 
AKA RICHARD LEADBETTER 
The latest incarnation of an eons- 
old superbeing of pure energy who 
roams the universe, observing 
magazine production teams and 
intervening in 

- desparate situa- 

Ranger® ™'s top 

secret hidden underground sub-vol¬ 
canic extra-terrestrial sea base to 
help fend off Reader Repulsor in 
The Battle Of Who's Going To Write 
This Konami Booklet®™. 

RODENT COUNTERPART: The Small 
Vole 

WEAPON: The Wonder Woman 
Magic Rope Of Telling The Truth. 
SPECIAL HAND MOVEMENT: Spock 
Vulcan Salute (can also raise eye¬ 
brows and say, 'Intriguing'). 


SPECIAL HAND MOVEMENT: Shakes 
hands when introduced to people. 


COCKNEY RANGER® 1 AKA GRA¬ 
HAM MANGION 

Dark Lord of Smash and one-time 
Lord High Chancellor Keeper Master 
of Reader Repulsor's Smash Worms, 
Cockney Ranger turned against 

Repulsor when she 
cancelled his 
sausage ration. 
After a short 

m t > *>m time roaming 
■ the galaxy 
J under the 

alias of Smash 
Kid and Boy 
Saveloy, he joined 
the ranks of the 

Rodent Rangers®™, who promised to 
feed him saveloys and other cylindri¬ 
cal sweetmeats for breakfast, dinner 
and tea. 

RODENT COUNTERPART: The Furry 
Field Saveloy Creature 
WEAPON: His tame Smash Worm, 
'Gut'. 

SPECIAL HAND MOVEMENT: Left 


hand up. Right hand up. Left hand 
towards the sausages. 


SPECIAL GUEST STARS 
LONELY RANGER®™ AKA PAUL 
GLANCEY 

Clone of an ancient Warlord From 
Beyond The Event Horizon®™, Lone 
Ranger was not recruited in the usual 
way, but was instead grown in a tank 
of high-protein Tizer by 
Rattonazoxazorb® ™ who needed 
another Fun Figure®™ following The 
Day Of Market Saturation. Currently 
the most expensive 
of the Rodent 
Rangers®™, 
but highly 

• * # prized by col- 

_Jj lectors. 

RODENT 
COUNTER- 
jjjr PART: An 

Anxious Rabbit. 
WEAPON: The Mighty 
Sword That Turns Into Imogen 
Stubbs. 

SPECIAL HAND MOVEMENT: The 
James T Kirk Karate Chop Smash 
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PLUS OTHER 
PINK PANTHER 
GOODIES 


(IVMS) 20 


Fans of the Pink Panther, which includes practically everybody, 
are in for a real treat! And it's all thanks to those excellent 
people at Bandai UK. Believe it or not they are in possession of 
an original animation cell from the classic Pink Panther 
television series, signed by the cool cat's creator himself - 
Friz Freleng. Incredibly NMS has persuaded them to give the 
thing away! 

Gary Harrod couldn't believe it when he clapped his eyes on 
the prize - this really is such an awesome opportunity! Not only 
does the first-prize winner receive this valuable collector's 
piece, but a Super NES, a copy of the Super NES game 'Pink 
goes to Hollywood' and a huge, furry Pink Panther figure. Let's 
face it, you'd have to be pinkin' stupid to miss out on this 
Second prize is a Super NES, a copy of the game and the 
Pink Panther figure, with a further four runners-up set to 
receive a copy of 'Pink goes to Hollywood.' Come to think of it 
it's Bandai that are pinkin' stupid! 

Now, nothing extra special is required to win these most excel¬ 
lent prizes. All you have to do is answer three hundred, really 
difficult questions devised by Magnus Magnusson... 

Doh, OK, just answer this really 
®^™”*** easy one then: 


IJ A Al 


' 

Question One: What is the name of the pink panther created by 
Friz Freleng? Is it: 

a) . White-Washed Weasel 

b) . Gun-Metal Goat 

c) . Pink Panther 

Now that you have the answer (clue: it's not a or b) write it down on a 
postcard or an envelope or a watermelon and address it to: IT'S AS 
PLAIN AS YOUR NOSE, NMS, PRIORY COURT, 30-32 FARRINGDON 
LANE, LONDON, EC1R 3AU. The competition closes on the 19th July, 
so get those answers off NOW! All the usual competition rules apply, 
and if you don't know what they are, read the pinkin' Welcome Page! 

'Pink Goes To Hollywood' is out now from Tec Magic, distributed by 
Bandai, priced £44.99. 


RINKY-DINK PANTHER... 

















SUPER NINTENDO ® 8MB CART ® BATTERY BACK UP 0 LARGE SCALE PENALTY SEQUENCE ® SUPER MULTIlliliSQVED CPU TEAMS 8> 32 DIFFERENT SET PIECE FORMATION 



Nintendo! 
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Elite Systems Limited, Anchor House, Anchor Road, Aldridge, Walsall, West Midlands, WS9 8PW, England. 

Telephone: + (44) 922 55852. Fax: + (44) 922 743029. 


PASSWORD SYSTEM ® ICON DRIVEN MENUS 0 EDIT SQUAD FACILITY ® INDIVIDUAL PLAYER ABILITIES ® MULTIPLE COMPETITION 











































Honestly, that Paul Davies nearly went through the 
roof when he heard that Clean-Cut Jon Sloane out of 
Konami was coming over to show us their new Tiny 
Toons title. First he started singing the tune, then he 
started talking like Plucky Duck and then we shot 
him. So Paul Glancey is writing the preview. 


Never let it be 
said that 
Konami don't 
make good use 
of their licences 
('No! Never!' - a 
reader) because 
here's the proof. 

After scoring big 
percentages with 
Buster Busts 
Loose, Konami are 
casting the Tiny 
Toon stars in this 
multi-event sports 
game, out this October. 

Buster and Babs Bunny, Plucky 
Duck and Dizzy Devil are all tak¬ 
ing part in the Acme Acres Sports 
Festival, a ten-game event with a 
top prize of one million simulated 
dollars. Up to four players can 
take part, playing as the four 
Toonling heroes in a head-to- 
head competition (as long there's 
a multi-tap knocking around). 

The events all take the form of 
Hyper Sports-style events, and 
success is usually dependent on 
precise timing and high speed 
button-bashing. 

As you can see from the pics, it 
all looks very toony and even, dare we say it, a little 
loony, so all you fans of the TV show have much to 
look forward to. The pre-production, long-way-to- 
go-yet version of the game that Jon Konami 
showed us looked like it would be a birruvalaff, 
especially if four players are plugged in, and it 
should definitely be superior to the super-duff 
James Pond's Aquatic Games. We'll let you now 
what the final verdict is in a couple of issues time. 


(ABOVE) The heroic Toons don 
strap-on wings and take to the air in a flapping air¬ 
borne collect 'em up. Swoop and bunt to pick up 
the floating bonus items, but don't crash and tip 
bunny brains all over the verdant hillside! 


HAMMER RASH (ABOVE) Button power and 
timing are required to launch a rocket - the higher 
the better. As the rockets rise you have to steer 
them around asteroids and space shuttles, and 
when the fuse starts to fizzle out, bash the buttons 
again to keep things going. 


CHICKED (RIGHT) Deliver Celebration 

Dinners and Variety Meals to customers in the 
Farringdon KFC and... oh, mais non! Smack the 
button to pull back the rubber band which propels 
Buster along a cliff top strewn with bonuses. Collect 
as many bonuses as possible, but slam on the 
anchors (by hammering the button again) before 
you head over the edge! 
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(RIGHT) Take revenge on 
Montana Max by pelting moving 
portraits with ice cream. The 
faster-moving portraits score 
most points. 


(LEFT) Simple A-B-bashing keeps your Toon 
running in this event, set over a selectable distance. 
The finished game should have obstacles on the 
track, and it may well lose the full marathon dis¬ 
tance - just as well as it would require about an 

hour of solid button-slamming to 
complete! 


i Not 

yet implemented (which is 
why we don't have a pic - 
sorry), but the idea is that you 
have to plummet down your 
bungee towards a river, then 
just as you're about to hit the 
water, hammer the button to 
bounce back up. 
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WEIGHT LIFTIN' (LEFT) Hammer! 

Hammer like you've never hammered a 
pair of joypad buttons before! Clean and 
jerk ever-increasing loads of lead afore 
the neighbouring Toons beat you to it. 


SWIMMING (left) Swim! Swim! Swim 

for your life! Swim for those bonuses! But 
remember to grab air bubbles or swim to the 
surface, lest your Toony tyke drowns! Also, 
beware of the hammerhead shark (pictured) 
which snaffles all your bonuses. 


SAUCER TOSS (left) The pseudo-discus 
event. Power up your tosser, then let him 
swing his saucer. Timing is essential to set the 
direction and angle of your throw which deter¬ 
mine how far the saucer travels. 


After each event you're awarded 
four bonuses if you've done par¬ 
ticularly well or done particular 
things during the event. Two 
bonuses are documented, but the 
other two are secret and you only 
find them out by experiment. 

And if scooping all the bonus 
points presents no problem you 
might blag your way past the first 
ten events and on to the three 
bonus games. Obstacle Course, 
Log Cutting and the Pole Vault! 


FREESTYLE SKIING (left) u p to four 

Toons can partake in this downhill extravaganza 
of flag-snatching. Danger comes in the form of 
obstacles and jumps and should your skiing pal 
come a cropper they roll up in a snowball and 
trundle into oblivion! 



HAMMER THAT JOYPAD TO WIN THE ACME ACRES SPORTS FEST! 
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Hey, y'know, there are so many fighting games on the SNES that it 
probably won't be long before all 
world conflicts are settled by a best- 
of-three on Street Fighter Turbo! 

Yep, that'd be right, because this is 
SUCH a crazy world! 

Well, anyway, Takara are giving 
world leaders another painless 
Invasion Avoidance Option by 
releasing a conversion of SNK's 
popular Neo Geo beat 'em up, 

World Heroes 2. Now if you have 
memories of SunSoft's slow-mov¬ 
ing SNES conversion of the origi¬ 
nal World Heroes, don't worry. Judging by our 80% finished 
preview copy, this sequel, programmed by Saurus and 
Takara, is a major advance over the first game and it's been 
keeping Gary and George out of their usual Grange Hill-style 
gang fighting troubles outside the chippy ever since it came 
into the office. 

All 1 6 characters are included in the conversion, the eight guys 
from the first game and eight new ones (see THE NEW GUYS). 

Play in the two player mode and you can also take control of 
the two final bosses, Dio and Neo Geegus, a feature exclusive 
to the SNES version of the game. 

There are a couple of other omissions, the most noticeable 
being the lack of the coin-op's bonus games, so SNES players 
will be denied the thrill of kicking that old bloke's hut in - and just 
as well, we say. The only other thing (and George takes credit for 
spotting this, the clever little Munchkin) is that the characters only 
have one winning pose instead of two. 

So, it all looks mighty pretty for World Heroes 2, but let's not for¬ 
get that this is going to be a big summer for SNES beat 'em ups 
and by the time it's released (on the new Headstrong label) in 
October it's going to have to beat off the likes of Mortal Kombat II, 
Super Street Fighter II, Fatal Fury Special, Samurai Shodown and 
Fighter's History! Which of these mighty combatants will emerge 
supreme? Keep reading NMS and you'll be the first to know th< 
answer, that's for sure. 


J P li, U 


The original Heroes have returned with 8 
new contestants! Choose from 16 awesome 
warriors and battle through time against nin¬ 
jas, vikings and sorcerers to become the 
fighting champion of the world! 


MRl YOU ENTER WE TERRIFYING 10-COUNT DEATHIM 
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THE NEW GUYS 

World Heroes features all eight stars of the original game as well as 
these eight new ones. Play a VS Battle and both players can fight as 
the same character and even choose the bosses, Dio and Neo 
Geegus! 


ERIK - VINDICTIVE VIKING OF 
VIOLENCE! 

Viking magic empowers this hero 
with the ability to freeze his foes or 
wipe them out with a mini tidal wave. 
Beware of his Hammer of Thor move! 


CAPTAIN KIDD - SHARK-TOSSING 
TERROR OF THE SPANISH MAIN! 

A pirate king of seaside magic, Kidd 
can flatten his foes by unleashing the 
awesome power of the Shark Upper 
and Shark Knuckles. Watch out for 
his dreaded Galleon Cod Strike. 


MUDMAN - PRI¬ 
MORDIAL PUR¬ 
VEYOR OF PAIN! 

The spirits have 
talked this New 
Guinean lad into 
conquering the 
world with the 
help of his magic 
spinning mask. 


J MAXIMUM - MERCILESS MURDER 
MACHINE! 

A rock-hard grid-iron star who wants 
to diversify his skills before he gets 
too old for the football field. Great 
body checks and mighty kicking abili¬ 
ties. m 




SHURA - MU AY THAI MADMAN OF 
REVENGE! 

This Thai-guy is out to revenge the 
death of his brother and kicks like a 
human-shaped mule! Knee kicks and 
Twirl kicks are his speciality. 


RYOKO - JAPAN’S STAR HOPE! 

A 16-year-old missy who is mistress 
of some devastating body throws and 
can crush opponents with her mysti¬ 
cal Hands of God attack. 


I? WHO WILL SURVIVE? 


IMPALE YOUR FOES FOR FUN! 









































Sylvester Stallone has nothing on Mister Tuff! 
He is, as SCI might tell you, the real 
Demolition Man! Poised for an adventure 
spanning over 40 levels in a mission to 

exterminate a rene¬ 
gade military droid, 
Tuff has his work 
cut out for him - 
most probably 
hewn from 
reinforced steel! 




There's no shortage of 
robust platform-bound 
personalities on the market, 
however Mr Tuff is much 
better served for taking 
punishment than most - 
he's pretty good at deal¬ 
ing it out too! Armed 
with a selection of 
hyper-destructive 
power-tools and a 
garage full of intimi¬ 
dating assault vehicles, 
SCI's latest super hero 
has got most of what it 
takes to make a name 
for himself and he's 
bringing it all with him to 
the UK this Autumn! 






Though still fresh from the 
drawing board, Mr Tuff 
already has an impressive 
array of transport available 
to him. Not content with 
using his fists to punish his 
foes, Tuff drives demolition 
trucks and tanks into action! 
For assistance through obstacles such as deep water and spiked 
parameters there are submarines and hover boards. However, Mr 
Tuff categorically denies the use of a stretcher no matter how hard 
he gets hit! 


(ABOVE) The further Tuff progresses the gloomier places become. There are 
six islands in all , plus a secret bonus island to find. 
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(ABOVE) Tuff smashes through pillars and biffs the sky-surfin' trojan soldiers! 
Hoo-haarghl 


t 



Wario isn't the only fiend to make use of scary head-gear! Your 
friendly-neighbourhood demolition droid boasts a terrifying 
selection too. Flame throwers, rocket 
launchers and jet packs are 

already available to Tuff. ^\ v 


(ABOVE) Mr Damage smashes through the 
Cathedral window before trashing Mr Tuff! 


Demolition is Mr Tuff's prime directive and he takes great joy 
in employing an around five assorted attachments to his formidable 
fists. Most notable are his drill, flame and laser modifications but 
crashing through walls and the opposition is no problem no matter 
what dread dealer of doom Tuff wields! 
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The Ultima series is one of the most established 
set of role-playing games ever. There have been 
eight major Ultima games on the computer sys¬ 
tems with numerous off-shoots, including a 
Super NES title which is also covered in this 
issue. 


R The Ultima series is one of the most 
\ established set of role-playing games 
\ ever. There have been eight major 
\ Ultima games on the computer systems 
/ R with numerous off-shoots, including a 
flT Super NES title which is also covered 
| \ in this issue. 

^— 1 The Gameboy Ultima game, Runes of 

Virtue II continues the RPG traditions of the 
series. Looking quite similar indeed to Ultimas IV 
and V, this title has very simple graphics and sound 
- just like Zelda in fact. However, the memory has 
been used on creating a vast quest that spans an 
entire kingdom. 

Although this isn't as appealling as Zelda, it's sure 
to go down well with the RPG community when it 
officially released. 




CHARACTER ACTORS 

There are four main characters to choose from in 
Runes of Virtue II - all of them veterans from previ¬ 
ous Ultima adventures. Each has different stats 
involving the likes of stamina and magic powers. Be 
sure to choose the character that best suits your 
abilities. 


(BELOW) Energy wand at the ready, 
the Avatar wanders castlescapes 
galore in this vast RPG! Even the very 
trees are alive with evil!! 
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OBJET DART 

The Ultima kingdom is packed 
full of interesting and powerful 
weapons. Most of the characters 
start with pretty decent weapons, 
but they're all but ineffectual 
the tough monsters you 
face later on. 
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"Games this playable 


should be banned" 
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" 77i/s action is as fast 
as the real thing " 


T2? GB 

ACTION 

"/ played Gator until 
my fingers bled but 
this is in a 
different league " 


8b? NMS 

"Fans seeking the 
nearest 

approximation of the 
real thing need look 
no further" 
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"What an excellent 
game to have in your 
pocket" 
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Steven Spielberg gets involved in all sorts of 
movie-related projects, from Indiana Jones 
to Jurassic Park! However, An American Tail 
was the movie meister’s first animated film. 
Now Virgin bring us the Super NES game... 




AMAZING CARTOON ACTION 
! SUPER-SMOOTH ADDICTIVE GAME PlAY 
B STUNNING GRAPHICAL BLOWOUT 


You can't beat a decent platform game. That's what we 
here at NMS often say between goes of Super Metroid. 

Now Hudsonsoft are adding to the swelling ranks of 
decent platformers with the release of An American Tail: 

Fievel Goes West. 

If you've played Cool Spot, you'll have a basic idea of 
how the game works. Basically, you control cartoon 
mouse Fievel, who's armed himself with a variety of 
weaponry... and he's going to need it! There are loads of 
evil sprites roaming the platform levels, all of them intent 
on robbing young Fievel of some of his lovely energy. 

However, this game is quite a bit better than Cool Spot 
(which wasn't too bad to begin with) by having graphics that are far 
superior along with a lot more variety in the gameplay. Now that 
can't be bad really, can it? 

The game is packed full of interesting ideas and suchlike, 
including a special freeze gun which Fievel uses to ice over 
fiery platforms. Use them in order to progress! Some excellent 
water levels also manifest themselves early on in the game. 

Jump onto passing debris, or swim for it! 

An American Tail is looking like a "right good 'un", as it were. 

Look out for more coverage in this magazine... and soon! 
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The streets aren't exac 
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FLYTRAP 


‘ Virtua-a-ai Ba-a-art!’ screams Homer on 
the opening credits to Acclaim's latest 
Simpsons license. Time to unchain your 
brains everyone - this is 
one crazy game! / 7 

Having just celebrated his 100th All 

episode, Bartholomew J. Simpson is /K I / 
set to extend his celebrations to the f \ / / 

with Acclaim introduc- \ \ / / 


[JERMAINE 


Super NES 

ing him to the delights of Virtual \ If / 

Reality! It's the Springfield School \ f / I I 

Fete and, bored with the usual dull \ / I HBj I I 

exhibits and booths, Bart stumbles LhJ 1 If 

across a shiny VR machine. L_J| 

Strapping himself in, the machine overloads and I 

Bart is plunged into a six-stage world from which there \ 
seems no escape. 

Each of the worlds relates to an aspect of Bart's everyday 
life, and the only way he can extricate himself from the 
machine is by completing each of the sub-game worlds. 
Acclaim have tried to make the game as varied as possible, 
so Bart's tasks include guiding a motorbike through a Mode 
7 post-apocalyptic world, lobbing tomatoes at his class 
mates, and swinging through the trees. 

Virtual Bart is currently heading for an October 
release, and, as such, a full review is imminent. 


SIX-PACK ~TT $r.. 

Join us as we take a ® 

quick peek at Bart's VR 
worlds... 

PORK 

FACTORYiTrapped in a JS jn 

pig's body, free your jHHMB 

porky mates before ^ V 

Krusty gets mincing! r £3 

WATERSLIDEiAfter ' 

queuing for hours, Bart 

must find a way out of the waterslide of doom! 

BART RASH:Springfield's reactor has blown up, leaving the area a 
radioactive mess. Jump on a bike and fight your way to safety. 
BABY BART:A toddling Bart wants an ice cream, but the only way to 




the van is by swinging through the trees. 

SCHOOL PHOTO:Armed with a bucket of over-ripe tomatoes, Bart 
must hits as many school mates as possible in order to wreck the 
school photo. 

JURASSIC BART:Finding himself in a dinosaur's body, our hero must 
make his way to the platform-laden level's exit... 
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You beat your brother. 

You beat your brother’s friends. 
You beat your cousins. 

And their friends. 

You beat that one guy, Steve, 
who said he couldn’t be beat. 
And you beat them all bad . 


ARE YOU READY ID 
REAT THE WORLD? 






(Nintendo^ 



4iut 





Get to your local BLOCKBUSTER VIDEO® store 
and sign up by July 3rd. And take on the world. 
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Acclaim's first Spidey game - Arcade's Revenge 
-stands as the first decent portrayal of Marvefs 
time-honoured super hero. Incredibly it seems 
they have bettered even this with Maximum 
Carnage! 


There was a time when superheroes were people who dressed up in 
tights and fought crooks with strange names. It took Batman years to 
meet people like Two-Face, and the only menace Superman ever used 
to face was ripping his tights. Now, however, Batman's a much darker 
kind of guy and Superman was bumped off (only he wasn't) in 'The 
Death Of Superman.' Even the Hulk's dropped his 'Incredible' tag and 
got himself a decent haircut. Now it's Spiderman's turn to face a 
baddy reinvented for the '90s — and Acclaim are set for a rumble. 

For anyone whose idea of a comic adventure is following the adven¬ 
tures of the Bash Street Kids in The Beano, prepare to be initiated. 
Comics are no longer the hobbyist pastime 
associated with anorak-wearing ginks, and 
Spiderman's battles against his arch enemy, 

Carnage, are proof of this. Carnage is an 
evil clone creature created genetically 
using tissue taken from Spidey himself. As 
such, he is match for our web-slinging 
hero in virtually every department, 
ensuring the twosomes' comic-strip 
battles are completely engrossing. 

Realising this, Acclaim have been 
quick to step in and realise the pair's 
skills in a scrolling beat 'em up! 



(LEFT) Huge, well animated sprites characterise 
Maximum Carnage. There's no denying Acclaim 1 
ability to produce cool-looking games! 



(ABOVE) A lot of time has been spent taking crae over the smallest of details 
in Carnage. Even Spidey's web is depicted in true, comic-book style. No shirking 
with crummy white lines in this game! 


MUSIC MAESTRO. 
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SCROLLING FIGHTING ACTION! FOUKTEi 
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EVERY ENEMY I 
DEFEAT ALWAYS 
SEEMS TO &JE 


PERY1 


N LARGE STA 


ALL ARTWORK® MARVEL 

3S (mRS) 


III 


DOES WHATEVER A 
SPIDER CAN 

As the old song goes: 'Spiderman, Spiderman, does whatever a spider 
can/ This is equally true for Acclaim's binary representation of 
Marvel's arachnid hero, and not only can Spidey lash out at the 
enemy with his punches and throws, but his spider-related powers 
come in handy, too. His super spider strength, for example, allows 
him to pick up stationary objects such as cars and throw them, 
whilst his webbing abilities can send a thin line out which attaches 
itself around its target rendering them immobile. Similarly, the 
^ gooey web can also be 


attached to a foe and 
retrieved, allowing Spidey 
to punch the trapped 
foe into orbit! 


sum mi m 




THE STORY SO FAR, TRUE 
BELIEVERS... 

Carnage is once again on the 
rampage, and Peter Parker has 
been forced to once more don 
his Spiderman costume and pre¬ 
pare to end his enemy's plans 
once and for all. The game takes 
the form of a Final Fight-style 
scrolling beat 'em up, with 
hordes of Carnage's cronies 
swarming on to the streets in an 
attempt to kill Spidey. As can be 
expected of a Marvel superhero, 
though, 
Spiderman can 
protect himself 
using a variety 
of kicks and 
punches — 
and the num¬ 
ber of hits 
needed to fell 
an opponent 
is shown as a 
small energy 
bar at the 
top of the 
screen. 


(ABOVE) Venom per¬ 
forms a deadly spinning clothes-line. Or does he 
just need the loo? 



















Acclaim get all the great licenses, United States 
Hot Rod Association is yet another in a long line 
revving up for the Super NES this year. Should 
the thought of big rubber tires and roll-bars 
make you hot under the mud flaps, read on ... 


^crunch. . . , 

Lar °mo bar. 


" lepers/' 


nudge/' 


(LEFT) Hi Ho Silver! 




from the 

ber on offer, 
the game is 
viewed from .. 

directly behind 
the player's 
truck. With 
your oppo¬ 
nents lining up alongside you on the starting grid, 
the screen then starts to scroll towards the player as 
the vehicles tear around the track, 

spewing up dust clouds in heir 
wake. Each track is 
_ made up of a series 

1 e ^ ^ *" ~ \ of bumps, sharp 

P*** corners and 

twists and the first guy past the 
B post scoops the prize money 
H needed to continue. However, 

B constant repairs to your trucks are 
!y also needed — 

after all, how 

^ , . - ^ iTfiiJiiTp iT rT muc h do you 
think ten-foot- 
^ tall tyres cost! 
USHRA 

B Monster Trucks 

■ is gearing up 

■ for a 

■ November 

■ release, and 
B well follow 
B this sneak 

\ ^ ^B look up as 

HEiJB Ej WmfBfcJSjr A _^B soon as pos- 

sible... 


behind the wheel of one. 
Thankfully, though, Acclaim are 
here to the rescue with a Mode 7 
extravaganza they hope will be 
the next best thing. 

Having selected your vehicle 


his game is barely 30% complete, 
so feast your eyes on these exclu¬ 
sive screenshots. Monster Truck 
racing is one of the most popular 
sports in the good old US of A. 
Huge, four-wheeled monsters 
compete 
against each 
other in lap 
after lap of 

dirt-track gMjttiZ! L 

action for mas- 
sive cash 
prizes. 

However, as 
the trucks cost 
an absolute 
fortune, it's 
doubtful if we 
mere mortal 
will ever get 


(ABOVE) Most of 
us have never 
heard of these 
crazy vehicles - 
soon it's going to 
be hard to forget 
them! 


(ABOVE)Monster 
Trucks is probably 
best played on an 
empty stomach! 
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One of the first games to appear on the Super 
NES in Japan, Super Adventure Island was 
celebrated because of its cool sound-track and 
large, brightly-coloured sprites. Now Mr Higgins 
returns to Adventure Island for some more fun! 


I 

[ 


Break the rock to oper 
the gate and swim 
beyond. 


'''■%> 2 %+^ x> vfyr 
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Want to know an interesting 
fact? The entire range of 
Wonderboy games are in fact 
based on a game called 
Adventure Island, by Hudson 
Soft - a veiy old platform 
game developed for 
the Nintendo 
Entertainment 
System. 

A Super NES 
sequel (known 
as Super Adventure Island) 
was released a while back 
which had similar gameplay 
but incredible sounds and 
smart graphics. Now the 
sequel Is upon us, and guess 
what? It's looking pretty 
damn smart by all accounts. 




(BELOW) ‘If you look over there , you'll 
find a picture just like this one', 
exclaimed the older tree. 
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(ABOVE) 'Yar-b-lah-bl- 
ahr-bl!!!', said the funny 
little tree stump. Had 
Higgins remembered his 
Wood-folk to English 
dictionary he would 
have known he was 
being wished a 
very good day. 
However he had 
not and thought it 
wise to make 
himself a funny 
little fire. All of 
which the older tree 
found very amusing 
indeed! 

©NMS Gruesome Tales. 

















































Mister Higgins, who's got married to a certain "Tina". On 
their honeymoon cruise, their sea-faring vessel is destroyed by 
a rampaging storm. Both of them end up on the bizarre island 
of Waku Waku and what's more they've suffered amnesia! Tina 
is befriended by the king of the island and ends up engaged to 
him. However, an evil demon kidnaps her before she marries 
the king. 



Coming from Hudsonsoft, you'd expect this game to be of a 
rare quality. And indeed it is. Check out this preview to see 
what you're missing and expect a full review in the next couple 
of months. Can't say fairer than that really, can you? 
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O JERRY With numerous moral guardians out to sanitise the likes of Tom and 


(ABOVE) Cute aren't they. Don't let the 
smiles fool you! They're monsters! All 
of them! 


NEVER 
LIKE THIS! 


(BELOW) Ves it's 
golf - but you 
could probably 
put Itchy and 
Scratchy in a cro¬ 
chet game and 
still get scary 
results. 


Jerry by protesting about their violent nature, it's a good job they 
haven't taken a look at Bart Simpson's favourite cartoon duo. Itchy 
And Scratchy are the stars of the yellow-faced one's favourite TV show 
and, like Tom and Jerry, spend their time playing tricks on each other. 
However, whereas Tom would end up with an iron-shaped face or 
comically diced, Itchy the mouse goes one step further and completely 
dismembers his feline enemy! 

As you can guess, this will make perfect video game material, and Acclaim are currently 
putting the finishing touches to Itchy And Scratchy: The Game as we speak. Taking the 
form of a multi-stage platformer, the player guides Itchy across a series of themed 
stages as they attempt to avoid the pursuing puss's claws. Along the way, the little 

rodent can collect all manner of useful weaponry with 
which to fend of the cat's advances, and these always 
end with suitably funny results! As the two get to grips 
with bazookas, axes and swords, poor Scratchy finds 
himself sliced in two, blown into pieces and flattened! 
However, it's not completely one-sided, and he gets 
his own back via a series of 'Boss' weapons seen at 
the end of each stage. 

(LEFT) Scratchy 
uses a mallet on 
some poor 
unsuspecting fel¬ 
low for a 
change. Marlon! 


(ABOVE) This 
part is just too 
horrible to show 
in full. Basically 
Itchy has the 
chainsaw and 
Scratchy doesn't. 
So guess what. .. 
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IFGHT 
ONES 


WORLDS APART 

-.Itchy and Scratchy's chasing takes them across a 
series of locations lifted from their on-screen adven¬ 
tures. A prehistoric level currently opens the proceed¬ 
ings, and the two use level-themed weapons such as 
clubs and rocks to inflict damage upon each other. 
Similarly, as they enter space, board a pirate ship and 
the wild west later in the game, rayguns, cutlasses and 
six-shooters make an appearance. 

some satumm 


Violence! Don't you just love it? Hopefully not, 
but violence is Itchy and Scratchy's bread and 
butter - their chainsaw and quivering victim at 
least. And if all this sounds too distasteful, 
perhaps Acclaim's latest Game Boy title is not 
for you... 












You are 

entering a 

WELL ’ARD 

hat a rea 


Mind yer heads 
Wario's back. Yes. 
that short fat evil 
guy from Super 
Mario Land 2 is back 
with a scheme of 
great scheminess. 

To steal all the 
treasure from the 
Kitchen Tool pirates 
to pay for a castle so 
’appenin’ Mario will 
be gutted. 

There are 40 levels 
to get through, so 
even with a battery 
backed memory and 
a pile of hats that 
give him awesome 
powers, you'll still 
find it pretty hard to 
knock it on the ead. 



Ninfamous 

N i n s a n e 


(Nintendo) 

The latest release on 
Game Boy price £24.99. 








“A stunning tank combat 
game that will last as long 
as your SNES.” 


“A high quality 2 player 
shoot ’em up seriously 
worth consideration.” 


ACTTOAf /U 

“An atmospheric and playable 
SNES cart Spectre is a fine 
game in its own right.” 


“Spectre is about skill, 
strategy and nerve - it really 
is in a class of its own.” 


GAMETEK (UK) LIMITED, 5 Bath Road, Slough, Berkshire, SL1 3UA 

Spectre is a trademark of Velocity Development Corporation. Programmed by Synergistic Software, Inc. © 1993 Cybersoft, Inc. 
Cybersoft is a trademark of Gametek, Inc. 2999 N.E. 191st Street, North Miami Beach, FL 33180. 


















Yes it’ true! The mystic power 
of the legendary Fireball, honed 
to perfection by Street Fighters 
Ken and Ryu, can now belong 
to Megaman X! Once gained, 
this incredible ability allows X 
to waste every enemy except 
Sigma in his final incarnation. 
Of course the path to such 
incredible power is not easy, 
but the NHS is here to show 
you how it’s done. 




Note: X is only able to produce fireballs when his 
energy meter is untouched. One hit and the ability is 
lost, until he recovers the lost energy. 


STEP THREE: Repeat Step Two five times. Upon X's 
arrival the fifth and final time he finds Doctor Light 
waiting inside a special customisation chamber. Step 
X inside and the ability to produce fireballs is his! 


STEP ONE: Collect all Heart Tanks and Sub Tanks 
from the first eight selectable areas. Also , as a mat¬ 
ter of course , defeat each area's boss character. 
Easy! 


TWO: Next have X re-enter Armadillo's stage , 
at the end of which he leaps from the mine cart onto 
the cliff face. Climbing the rock he claims the energy 
unit found on the ledge. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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Achieving world renown isn't easy. Seal has acquired this status for his scathing 
sense of humour - though being a furred, carnivorous mammal isn't for everyone. 
Andy McVittie may have achieved some recognition had he not up and left NMS to 
search for buried treasure in the Pennines. NMS is respected for being the finest 
voice dedicated Nintendo players have for airing their views, and the NHS Small tips 
is the best place to become branded as being outrageously cool. The NHS would like 
its contributors to achieve their life's ambition. Send only the finest discoveries to: 
PRESENTING (NAME) AND HIS / HER MIGHTY SMALL TIPS, NHS, NMS, PRIORY 
COURT, 30-32 FARRINGDON LANE, LONDON. ECIR 3AU. 


SPECIAL ENDING 

DRAGON BALLZ 


KONAM! 


Joe Kong (no relation to Donkey - we pre¬ 
sume) knows the original Dragon Ball Z like 
the back of Son Gokou's fist. By virtue of this 
incredible knowledge he has discovered this 
surprising new cheat for a special ending. 
First of all change the game level to four - 
the hardest! 


BOSSES, TURBO AND TINY CHARACTERS! 

DRAGON BALL Z 2 


(ABOVE) Both Dragon Ball Z fighting games are 
immensely popular in Japan! Though the first is 
pretty poor compared to the likes of Tournament 
Fighters , Dragon Ball Z II is really cool! Check this 
page for info on how to make it even more fun! 


Next follow this order of play: 

Match One: Son Gokou vs Piccolo 
Match Two: Son Gokou vs Vegeta 
Match Three: (Super) Son Gokou vs Freeza 
Match Four: Piccolo vs Android 20 
Match Five: (Super) Vegeta vs Android 18 
Match Six: Piccolo vs Cell 
Match Seven: (Super) Son Gouko vs Android 
16 

Match Eight: (Super) Vegeta vs Trunks 
Match Nine: (Super) Son Gokou vs Gohan 
Match Ten: Gohan vs Perfect Cell 


William Lum of Birkenhead fame has deci¬ 
phered some scorching cheats for Dragon 
Ball Z II for the Super NES. Here they all are: 

Control the bosses! 

During the attract sequence, wait until the 
character flies across the screen and quickly 
press UP, X, DOWN, B, L, Y, R and A. The 
word 'Kakalootou' is heard to indicate the 
cheat is in effect. 


PLAY ALL CHARACTERS 

DRAGON BALLZ 


It's possible to select all the game's charac¬ 
ters to represent players in the two-player vs 
mode. After powering up the Super NES press 
and hold all buttons and rotate the D-pad 
clockwise through 360 degrees until some 
speech and a ring is heard. Thanks very much 
for all that Joe. 


Turbo speed settings! 

Press and hold the R button on control-pad II 
whilst resetting the Super NES. Now when 
the title screen appears some Japanese text 
flashes rapidly and the background music is 
different, indicating that the cheat has taken 
effect. This provides players with an extra 


Now, after the end sequence has run its 
course, wait a while and the words Final 
Battle appear on screen. Players are provided 
with Son Gouko or Gohan with which to kill 
Perfect Cell and are give infinite continues to 
do so. Cool! 


(ABOVE) Incidentally , because this game is only 
available as a Japanese import, players might want 
to know all the special moves. This is made easy by 
pausing the game , pressing SELECT and pushing 
RIGHT on the D-pad. 


SUPER NES 


SUPER NES 


OPTION 1 
IP/ AVHP> 
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Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
































speed setting. For an extra speed setting do 
the same cheat but press the L button along 
with the R button instead. 


Tiny characters! 

Shortly after a bout has got under way, as the 
message scrolls across the screen, quickly 
press DOWN five times. This cheat only works 
in two-player mode. 
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I CRAZY BALL!! 

FIFA SOCCER 


SUPER HIES 


★ ★ ★ 


Everything, it seems, is possible in FIFA 
Soccer for the Super NES from the offset; 
even without the aid of cheats. Yet Colin 
Dalby from Upminster has discovered some¬ 
thing extra. It is 'Crazy Ball', a custom option 
which allows players to curve the ball through 
impossible trajectories and it is accessed so: 
On the Options Screen, press X, A, B, Y, Y, B, 
A, X. Off you go! Off you go! Off you go! 


SUPER OFFENCE, DEFENCE AND WALLS! 

FIFA SOCCER 


SUPER NES 


★ ★ ★ ★ 


'Aren't West Ham great?' asks Robert Nathan 
from Stanmore in Middlesex. Are they? We 
don't really know - nor do we care!. One 
thing we're sure of, however, is the quality of 
his cheats for FIFA International Soccer on 
the Super NES. They are all accessed form 
the option screen. 

Super Offence 

Press R, R, R, R, R, L, R 

Super Defence 

Press L, L, L, L, L, R, L 

Invisible walls 

Press Y, Y, Y, X, A, A, A, B 
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I SUPER POWER KICKS!! 

FIFA SOCCER 


SUPER NES 


★ ★ ★ 


Last of the FIFA furor this month is credited to 
our very own Graham, apples and savaloy, 
Mangion. 'Yeah, yer can 'ave Soopah Paa- 
aah Kicks onnit, an' am not takin' the berties 
eevah roight,' offers the Pearly King in his 
endearing, East End tones. Just enter B, A, B, 
B, B, B, B, B, B, B and see if he's lying... 


ALWAYS ON FIRE!! 


SUPER NES 


★ ★ ★ 


Another board-breaking cheat for this excit- 


ing-beyond-belief title! Richard Stone, who 
has a phone, and don't we flipping know it, 
was he first to tell all: On the Tonight's Match 
Up screen press B seven times then press and 
hold UP, B and Y until the tip off. Your NBA 
representative is now permanently On Fire, 
so let those three-pointers fly - yee-hah! 



I TACTICS AND SECRET OPTIONS! 

LAWNMOWER MAN 


SUPER NES 


★ ★ ★ 


In honour of Andy McVittie the NHS presents 
Christopher Howson's virtually OK tips and 
cheats fro the game. 

General Hints: 

1. At the very start of the game, refrain from 
dropping the first person met as he leaps into 
the air, leaving many bonus items behind. 

2. When fighting Jobe, keep switching 
between corners to prevent Jobe from locking 


3. The research assistant on level seven is 
dealt with by charging the doctor's stream 
gun and timing his blast to coincide with the 
assistant lowering his shield. 


Secret Menu 

Pause the game on the first level and press B, 
R, A SELECT, SELECT, Y, A, B, Y, A, B. Un¬ 
pause the game and the menu appears on 
screen. 



Crawler he discovers a blaster power-up and 
a large heart by firing some shots over the 
hatch, whilst facing the right. 


Inside the Sand Crawler 

A hidden room is discovered below the sec¬ 
tion where creatures are blasted from plat¬ 
forms to create a safe path. Have Luke drop 
down beside the platform to his left to claim 
two blaster power ups and two large hearts. 


Land of the Sand People 

At the very last set of jumps Luke is required 
to make, as he approaches the end of the 
level, have him fall to the left instead where 
he finds a hidden room full of lives. 


ACCESS ALL AREAS! 

RAINBOW BELL ADVENTURE 


SUPER NES 


★ ★ ★ 


Don't worry, this cheat doesn't ruin the game 
rather it opens the entire Pop n' Twinbee 
world for the 'Bees' exploration. Simply enter 
Phil Morton's pass-code, which is RGPkD. 


I PLAY AS THE SAME CHARACTER 

SUNSET RIDERS 


SUPER NES 


★ ★ 


Infinite Lives 

Pause the game at any stage and press R, A, 
SELECT and Y. Un-pause the game and le vir¬ 
tual voila. 


Exit Virtual Trip 

To make a premature exit from any virtual 
world, pause the game and press A. What a 
swiz! 


I SECRET ITEMS 

SUPER STAR WARS 


SUPER NES 


★ ★ 


Most everyone is anticipating the arrival of 
Return of the Jedi at the moment, but James 
Denselow from Queens Park is still concen¬ 
trating all the force within him on Super Star 
Wars. As a result he's discovered three, count 
'em, secret items hidden within the game. 
Outside the Sand Crawler 
As Luke reaches the entrance to the Sand 



Character vs same character cheats are 
always pretty impressive, and Cevin Turner's 
discovery of one for Sunset Riders is cool too. 
Simply begin a one-player game with any 
cowboy and allow the baddies to turn him 
into a sieve. Once the continue screen 
appears take control-pad II and press START 
to carry on with the same cowboy as chosen 
for player one. Next press START on control- 
pad I and yee-haw pardner, find a horse, get 
on it then get off it and drink some milk - if 
you must. 


Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 


























































NINTENDO HELP SYSTEM 




Any excuse to show off this flawless piece of 
driving kit in the NHS! Jimmy Geddes has dis¬ 
covered a most incredible way to dupe Lakitu 
into winning the race for any chosen charac¬ 
ter. Simply select a track surrounded by water 
or a sudden drop - ie Koopa Beach and the 
Ghost House - and follow this advice: Upon 
crossing the line, make an about turn with 
your character's Kart so that he/ she is facing 
the finish line. Use of the L and R buttons to 
hop them around is best. Seeing your Kart's 
predicament, Lakitu lifts it up and replaces it 
behind the line but registers this as the end of 
the lap. Cross the line and your character has 
gained a lap in an extraordinarily fast time - 
like about nine seconds! 

Also, try heading your character the wrong 
way around Koopa Beach after falling into 
the water, or Ghost House after tumbling 
over the edge. Lakitu dutifully falls for exactly 
the same gag! 



One for fans of Dick Tracey and level codes 
everywhere this: Some level codes for Dick 
Tracey, provided by David Aldridge from 
Basingstoke. 

Level Two: 49730 
Level Three: 64608 
Level Four: 59715 
Level Five: 56115 


HIDDEN WARPS 

FACEBALL 2000 


GAME BOY 


After its Gareth Bishop is right: we haven't 
printed these cheats - ever! But Leighton 
Buzzard's answer to Picasso (judging by his 
depiction of Mario) puts the NHS to rights! 
Level Five: Return the Face-Ball to the 
beginning of the level and bump it into the 
left-hand wall five times, next turn it to face 
the right-hand side wall to shoot it five times. 
The wall disappears and a key is revealed. 
Now the left-hand wall disappears through 
which level 71 is accessed. There is a 1 -Up 
and an auto-mag in that area too. Lead the 
ball down two walls, past the warp, and 


bump it into the wall ahead. Another auto¬ 
mag is found here. Now turn the ball around 
to shoot the opposite wall where a 1 -Up is 
found. 

Level Ten: At the exit, have the Faceball 
shoot the wall opposite for a warp to level 
20 . 


INFINITE LIVES! 

BATTLETOADS VS DOUBLE 


Rash, Zitz and Pimple are made virtually 
invincible with Keith Sutcliffe's infinite lives 
cheat for Battletoads vs Double Dragon. After 
selecting characters, hold down A, B, and UP 
then press START five times. 



Oh dear. This is a rough old cheat, but it's 
amusing nonetheless. Elliot Sparks advises 
players to avoid challenging Chin at the end 
of level two and to lead Billy down the lad¬ 
ders and straight into level three. Disgraceful! 


LEVEL CODES 

ISOLATED WARRIOR 


No wonder this warrior's isolated - every¬ 
body's forgotten who the heck he is! Not 
Keith Sutcliffe mind, who's provided his level 
codes to help the guy feel less lonely: 

Level Two: 1227 
Level Three: 0501 
Level Four: 0948 
Level Five: 2168 
Level Six: 0666 
Level Seven: 1192 


LEVEL CODES 

LEMMINGS 


They're a bit like the Eurovision Song 
Contest, Lemmings codes - they just keep 
coming around and around until people just 
sort of get used to them being there. Here's 
one of them again, courtesy of Ben Gordon, 
just in case we'd all forgotten it existed. It 


allows players to access all the levels in the 
TAXING option. 

A Lemming just ate my dinner: WHGXZL 



Lairax Sarkari who lives in Edgware has com¬ 
piled a series of cheats for Megaman III on 
the NES. He begins by explaining how to 
enable Mega Man to perform super high 
jumps. Start the game as normal except play 
whilst pressing right on controller two's D- 
pad. Now it is possible for Mega man to leap 
much higher. 

Also, should Mega Man fall into a hole, keep 
pressing right on the D-pad as the enemies 
pass overhead. Though it sounds as if Mega 
man is getting hit and indeed looks that way 
too it is discovered that, once his energy is 
thoroughly depleted, he may carry on his 
quest invincible! Don't, however, collect any 
capsules of energy as this ruins the whole 
affect! Note it is impossible for Mega Man to 
fire his normal weapon in this state unless he 
calls upon Rush's assistance. 

Slow motion is possible too! Again it involves 
control-pad two, only this time press up on 
the D-pad instead of right. Even better freeze 
the enemies by pressing UP and A. Absolutely 
nothing moves, allowing Mega Man to elimi¬ 
nate everything in sight at his ease. This 
doesn't work on the bosses though. Bah! 



This cheat was originally intended to feature 
in last month's Super Metroid review, howev¬ 
er there just wasn't enough space. So, 
instead, Elliot Sparks from Eynesbury gets all 
the credit for this interesting cheat. By enter¬ 
ing the name Justin Bailey as the password 
Samus begins the game minus her suit but in 
possession of incredible fire-power - oh, and 
funny-coloured hair! 



Stuck in a Nintendo game? Call the official hints and tips Hotline on 0703 652222 
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unrivalled coverage of what's what on the Nintendo 
scene. NMS features more exclusive reviews, news 
and previews than any other mag could hope for. 

Put together by the cream of games players, NMS also offers 
the ultimate in players guides and tips, making it the most 
desirable accessory to your Super NES, NES or Gameboy you 
could possibly want. 
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Subs will be processed as quickly as possible, but you should allow 28 days for the order to be 
processed and expect to receive the first available issues after that. 

Fulfilment: Tower Publishing, Tower House, Sovereign Place, Lathkill Street, Market Harborough, 
Leics LEI6 9EF 
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I t's that time of year again when the entire NMS 
team takes out their brains, places them in pick¬ 
le jars and spends a few weeks playing 'Mr 
Chin's Gourmet Paradise'. Inevitably such intervals 
aren't the most productive of times which is why 
NMS is turning to YOU for ideas. In return for your 
valued contribution - the completion of this fine and 
totally un-boring questionnaire - you stand a 
chance of winning £200 of Nintendo software! So 
not only are you helping transform NMS into the 
kind of Nintendo magazine you want to read but 
you're entering a great competition too! 

Send your completed questionnaire to: 

NMS QUESTIONNAIRE, PRIORY COURT, 30-32 FAR- 
RINGDON LANE, LONDON. EC1R 3AU. 

All the usual competition rules apply (see 
Welcome page.) 


4 What do you do in your spare time? Please rate how keen 
you are on each of the following 
(10 hyper keen, 1 couldn't care less) 

Play video games 
Watch TV 
Watch videos 
Listen to the radio 
Go to the cinema 

Other: 



Play sports 
Watch satellite TV 
Listen to music 
Play arcade games 



5 On average how much time do you spend playing video 
games every week? 

Less than 1 hour □ 1 -2 hours 

^ ^ H 

10-20 hours □ More than 20 hours 



ABOUT YOU 


1 Are you: 

2 How old are you? 
Under 8 


Male 



3 What do you do? 

Junior school 

Secondary school 

6th Form/6th Form College 

Higher Education (University etc) 

Full time employment 

Part time employment 

Unemployed 


Other: 


49 



6 How do you usually play your games? 

On my own □ With a friend 



With a group of us □ 


7 On average, how much money do you earn/get given each 


month? 

£0-9 
£50-99 
£500-832 
£1250-1666 
Over £2500 



£10-49 

£100-499 

£833-1249 

£1667-2499 


8 Which of the following do you regularly buy? 

CDs □ Tapes 

ideos □ Clothes 

Shoes/Trainers D Sweets 

j j ^ t ^ 

Takaway food D Books 

Comics □ 

Something else, namely: 





























9 Do you have a bank/building society account? 

Yes 

If you do, who is it with? 




ABOUT YOUR GAMES 



10 Which of the following machines do you (1) own or do you 
(2) have access to (perhaps via a friend)? 

1: Own 2: Access to 

Nintendo SuperNES 
Nintendo GameBoy 
Nintendo NES 
Atari Jaguar 
Atari Lynx 
Atari ST/Falcon 
Sega Mega-CD 
Sega Megadrive 
Sega Game Gear 
Sega Master System 
Commodore Amiga A500 
Commodore CD-32 
Commodore Amiga A1200 
Apple Macintosh 
Acorn Archimedes 
PC 

PC CD-ROM 
PC Engine 
Neo Geo 
Philips CD-i 
3DO 


11 Which machine do you want to buy next? 



13 On average how many games do you buy? 

Never buy games 

A couple every year 

One every three months 

One every couple of months 

One per month 

Two per month 

Three per month 

Four per month 

Five per month 

More than five 


14 How many games do you get given (as presents etc)? 
None 

A couple every year 
One every three months 
One every couple of months 
One per month 
Two per month 
Over two per month 


15 On average, how much money do you spend each month 


on games and games equipment? 


Nothing 
£25-49 
£100-149 
Over £300 



Under£10 

£50-74 

£150-199 



£10-24 
£75-100 |_L 

£200-299 □ 


16 How many different games do you play in a month - either 
of your own, at a friend's or elsewhere? 

None □ 1 -5 


11-15 □ 





15-20 



Nintendo SuperNES 
Nintendo NES 
Nintendo Super GameBoy 
Sony PSX 
Atari Lynx 
Sega Mega-CD 
Sega Game Gear 
3DO 

Sega Mars/Mega-32 
Commodore Amiga A500 
Commodore Amiga A1200 
Acorn Archimedes 
PC CD-ROM 
Neo Geo 







None 

6-10 


12 How many games do you own? 

One 
11-25 

More than 50 


Nintendo GameBoy 
Nintendo Project Reality 
Nintendo VR 
Atari Jaguar 
Atari ST/Falcon 
Sega Megadrive 
Sega Master System 
Sega MultiMega 
Sega Saturn 
Commodore CD-32 
Apple Macintosh 
PC 

PC Engine 
Philips CD-i 


2-5 □ 

26-50 □ 




1 7 How long have you been playing computer and video 
games? 

A month or less □ 1 -3 months 

3- 6 months □ 6-12 months 

12-18 months □ 18 months - 2 years 

2-3 years □ 3-4 years 

4- 6 years □ Over 6 years 


1 8 In order of preference, which of the following are the most 
important things that help you decide which game to buy? 

(1 is most important, 11 is least important) 

Games mag review 
Games mag preview 
Recommendation by a friend 
Saw and advert in a games mag 
Editorial coverage in othertypes of magazine 
Saw it on TV 
Saw an advert on TV 
Saw a poster 
Saw it at an exhibition 
Shop demonstration 
Rent to try out first 
Something else, namely: 












19 Where do you normally buy your games and games 
equipment? 

□ 

□ 

□ 


ABOUT THE MAGAZINES 


Dixons 
Woolworths 
Comet 
Toys R Us 
Microbyte Games 
HMV 

Rumbelows 
John Menzies 
Blockbuster Video 
Tandy 
Mail order 
Somewhere else 



Virgin 
Argos 
Boots 
WH Smith 
Our Price 
Curry's 
Future Zone 
Game 
Ritz 

Beatties 
Local specialist shop 





21 Where do you usually buy your video games magazines 
from? 


WH Smith 
Martins 
Tesco 
Asda 
Safeway 
7-Eleven 
Local newsagent 
Somewhere else: 



John Menzies 

Fourbuoys 

Sainsburys 

Woolworths 

Waitrose 

Petrol Station 

Subscription 



20 What you think of the following games publishers (please 
tick one box only per publisher)? 

Games Good OK Poor Don't Never 

Publisher know heard 

of them 


22 Is your copy of Nintendo Magazine System either: 
Saved for you by the newsagent 
Or, delivered to you by the newsagent 


Acclaim 
Accolade 
Anco 
Cap-Corn 
Codemasters 
Core Design 
Cyberdreams 
Domark 
Electronic Arts 
Elite 
Empire 
Gametek 
Gremlin Graphi 
Imagineer 
Infogrames 
JVC 

Konami 

Lucas Arts 

Marubeni 

Maxis 

Microprose 

Mindscape 

Mirage 

Nintendo 

Ocean 

Probe 

Psygnosis 

Renegade 

Sales Curve/SCI 

Sega 

Sony 

Supervision 
Tecmagic 
Tengen 
THQ 
US Gold 


Your i 



23 Who pays for the magazine? 
You 

parents/other relative 
friend 



How many other people apart from yourself will see your 
copy of Nintendo Magazine System? 

Nobody else D One 

Two □ Three 

More than five (please write in number) 


25 .How often do you (1) buy or (2) see (perhaps a friend's 
copy) of Nintendo Magazine System? 


Every month 

Once every couple of months 
Once every three months 
Less often 


26 How long have you been buying Nintendo Magazine 
System? 

One month 1-3 months 


-6 months 
2-18 months 
Over 2 years 



Would you ever buy a game without seeing a review in 
Nintendo Magazine System? 

Yes □ No 



6-12 months 
18 months - 2 years 


How do you rate Nintendo Magazine System as a games 
mag? (10 = brilliant, 1 = very poor) 















29 What do you think of the different sections of Nintendo 
Magazine System? 

Good Average Poor 

Covers 
Cover gifts 
News 
Previews 
Reviews 
Competitions 
Cheats and hints 

30 What other magazines do you normally buy or see, or used 
to buy but don't any more - and how would you rate each of 
them out of 10 (where 10 is brilliant and 1 is rubbish)? 

Magazine Buy See Used Rate 

to buy 

Nintendo Magazine System 
(NMS) 

Total! 

Game Zone 
Super Play 

Super Pro □ 

Super Gamer 
Super Control 
Super Action 
GB Action 

Computer and Video Games 
GamesMaster 
Edge 

Video Games Shopper 
Max Overload 
Games World 

31 How did you first find out about Nintendo Magazine System? 
From a friend 
In a newsagent 
At an exhibition 
From a TV show 
From a radio ad 

From a magazine advertisement 
From a leaflet in a hardware or software purchase 
Somewhere else, namely 


Booklet reviewing games of a particular type 
Paperback book of hints and tips 
Paperback book reviews index 


34 If Nintendo Magazine System came out without a free gift, 
would you still consider it to be good value for money at 
£2.25? 



Yes □ 


No 


35 Nintendo Magazine System is the 'official' Nintendo maga¬ 
zine in the UK. Which ONE of the following statements is clos¬ 
est to the way you feel about NMS' official status? 




I buy NMS mostly because 
it is the offical Nintendo 
magazine D 

Because it's official I some¬ 
times think the magazine's 
writing is biased in 
favour of Nintendo D 

do not like the fact it is the 
official magazine, I buy it in 
spite of the fact □ 


Whether it is official or not 
makes no difference to the 
way I feel about NMS 

Because it's offical I think 
the information is more 
accurate and more up 
to date 





36 If you could change one thing about Nintendo Magazine 
System to make it better what would it be? 


. 


. 



IF YOU WANT TO BE INCLUDED IN THE PRIZE COMPETI¬ 
TION, MAKE SURE YOU FILL IN THE COUPON BELOW: 

37 Your name 


38 Your address: 


32 Which influences your decision to buy a magazine the most? 
Free gift 

What's on the front cover 
Price 



33 Which is the best free gift to receive with your magazine? 

Please rate the following in order of preference 

(1 = totally brilliant, 12 = totally sad) 39 Your favourite machine (in case you win the prize!) 

Poster [J Super NES D NES D Gameboy 

Enamel badge □ 

Booklet of hints and tips □ 

Booklet featuring game guide D ^0 Your Final comment: 

Games map □ 

Competition card EH 

Games or accessories buying guide booklet □ 

Discount vouchers - money-off software or accessories □ . 
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OSS SELECT 


PUESEHTATIUU 

▲ Has its fair share of footy options... 

▼ ...which are useless once you get started 

BSAPSICS 

▼ Mediocre to say the least. Players stutter 
about the pitch. 

sauna 

▼ Short on atmosheric shooting and crowd 
effects. 

pitriaiiin 

▼ So slow and cumbersome it can only frus¬ 
trate and bore. 

iastabiiity 

▼ Not very long. 

ariBAii 

An idea that was decent enough. 

A realisation that is utter tosh. 


(ABOVE) Megaman attempts an over¬ 
head kick against the opposing team. 
Exciting eh! 


(ABOVE) Select a team to suit you. 


- u.wmnj 


The idea of presenting football in this way 
is quite refreshing, although you could 
argue that there's no point in changing a 
game that works perfectly. This seems to 
ring truer once you start playing Mega 
Man Soccer. Beneath the novelty of its 
spacey embellishments this is a decidedly 
naff soccer game. Players move about the 
pitch with all the speed and vivacity you'd 
expect from an OAP's First Eleven. It is also 
incredibly easy to tackle opponents and for 
them to tackle you, meaning most of the 
time you're absorbed in midfield scrap¬ 
ping or simply trying to hoof it up the 
pitch. Not only is this obviously frustrating 
it also makes playing the game incredibly 
boring, which makes Megaman Soccer a 
forerunner for instant relegation. 


■ 

mcuMinMM _i 

CAST SPEC 


• BY: CAPCOM 

PRESS START 

• PRICE: TEA 

• RELEASE: TRA 


• GAME TYPE: SPORTS 


•CART SIZE: 10 MEG 




AAEGA 

N ow firmly established 
among the superstar 
elite with appearances 
in plenty of successful games. 

Mega Man has decided to 
exhibit a few of his soccer 
skills in his own unique fash¬ 
ion. Basically this is straight 
forward footy, but a few changes 
have been made to give it a bit of a 
different feel. For starters it's eight rather than 
eleven-a-side. Players get to choose from a 
weird collection of alien species rated on their 
speed, tackling and shooting abilities. Not only 
this though, you also have the opportunity to 
choose the stadium. In normal 
football it might be quite 
irrelevant, but in Mega 
Man Soccer it proves sur¬ 
prisingly important. The 
way the game is played 
depends to an extent on 
the stadium you're in. 

Like indoor football, 
players can make use of 
barriers at the sides to get 
rebounds, which means the 
game flows without a lot of the 
normal stoppages. Expect a few 
rocket shots as well, in the lit¬ 
eral sense that is, with players 
finding the ability to pull off 
shots that fly invincibly through 
the defence. A lot of the princi¬ 
ples of a football sim remain 
exactly the same though. Mega 
Man Soccer has a tournament, 
a league and a special Capcom 
championship. 


(ABOVE) Megaman blasts the goalie aside 
with a scorching power-shot! 


(ABOVE) All through his life 
Megaman's dream has been to drive a 
big truck - ’Brrrm! Brrmm! Brrrmmah!' 


(ABOVE) Choose your fateI All characters have special 
attributes, it's up to you to meet the challenge each one 
presents. Also the bosses reside in specially equipped areas 
- specialy equipped to hassle your team that isI 


CNMS) 54 









































• BY: EPOCH 

• PRICE: TEA 

• RELEASE: BA 

• GAME TYPE: SPORTS 
•CART SIZE: 16 MEG 


ROCK HARD 

The high difficulty level would be 
the only major criticism of J- 
League. The computer teams use 
such fast passing plays and are 
generally so 'on the ball' (har-de- 
har!) that scoring against them 
requires Cantona-like skill. Even 
clearing the ball from a goal kick 
is tough thanks to the computer 
players' super-tight marking. 

Two, three or four-player modes 
are terrific, though, as the action is 
so fast and there are so many 
plays and tricks for skilled players 
to master. If it wasn't for the fact 
that everything is in Japanese, giv- 
L ing the impression that you 
often don't quite know 
r what's going on or how to con¬ 
trol it, this would probably be the 
best soccer game on the SNES. As 
it is, J-League doesn't quite 
achieve the heights of FIFA, but it's 
blummin' good nonetheless. 


1 GAME OF THREE HALVES 

J-League Excite Stage '94 does 
all this and more. As in FIFA 
Soccer, up to four players (with a 
multi-tap) can partake in exhibi¬ 
tion or league matches playing as 
any of the twelve most famous 
teams from Japan's J-League. 

The game follows the standard 
format - throw-ins, penalties, 
free kicks, sendings off, substitu¬ 
tions, scoring goals to win, all 
that - and displays it all in a 
scrolling, Mode 7, side-on view. 
The four joypad buttons produce 
four different kicks and with com¬ 
binations of buttons and D-pad 
(and if the baU 'S^the right jj 
position) you can off v* mmm 

back-heels and jdewasfatina^ ~ 
flips and volleys* T^e imalt%| 
sprites are superbly 

designed and aftiitiated 

Q -w and pull off all theser 
manoeuvres with 
great aplomb. 

m sm As well as the stan- 
dard game there's 
an indoor seven- 
a-side mode. As 
usual you can 
bounce the ball 
Hr > off the walls, a 
to g'i feature which 
Rp W adds a subtle but sig- 
Lnificant dimen- 


THE OTHER TWO HALVES 

Also there's a penalty kicking competition which 
gives you abehind-the-goal view of 'keeper and 
kicker dncl ^ply requires you to stick more in the 
old onion b<5rg than ybtj| footballing foe by sending 
him the wrong way. Sirbple, but fun. 

And finally Esther, there's a skills game in which 
you practice dribbli0$J|thooting, defending, corners 
andiree kicks. You'scgA points for speed and 
accuracy, and big scafflB require heaps of practice, 
but then so they should because beating any of the 
computer teams is.fiK hard. 


PEIS tHTATI OH 


GRAPHICS 


▲ Completely splendid player animation. 


sauna 


▲ Slightly duff background music and 
horn sounds 


pun amir 


A Very realistic feel and lots of movement. 
▼ Computer teams are rock! 


usuamn 


A Mastery could take ages.. 

▼ Much more playable with twp players. 


ohuaii 


b soccer simulation which ranks 
there with FIFA 













































Try out all the latest, greatest games 
at LIVE '94, the UK's most exciting consumer 
electronics event. 


Meet the big names. Nintendo. 
Commodore/Amiga. Panasonic 3DO. 
Philips CD-i. Enter the Games Zone. 

Put the hottest new games from all the top 
software writers to the test. 

See the Nintendo Challenger and 
Panasonic 3DO Showliner. Quiz the gurus from 
your favourite magazines in the Games 
Arena. Get the lowdown on some incredible 
tips, hints and cheats. 


Experience Capital Radio Live at 
LIVE. Capital Gold concerts. Dolby Home 
Cinema Promenade. TV Times Live Television 
Studio. Young Newspaper Feature. BPIA Future 
of Photography. Yamaha/TES National Youth 
Rock & Pop Awards. Focus on Multimedia. 

? 

Get your hands on a ticket. Phone 
the LIVE hotline or return the coupon now. 
Remember - if you're under 16, you must 
have an adult with you at LIVE '94. 


THE CONSUMER ELECTRONICS SHOW 
EARLS COURT • LONDON 


SEPTEMBER 


9 9 4 


LIVE 

H O 

T L 1 N E: 

0 8 9 1 

5 0 

0 10 3 


Calls cost 39p per minute cheap rate and 
49p per minute at all other times. 

Please tell me more about LIVE '94 and 
how I can get a ticket to the UK's most 
electrifying event. 

Name:..... 

Address:. 


El 


. Postcode:. 

Please return this coupon to: 

LIVE '94, News International Exhibitions Ltd. 

Europe House, World Trade Centre, 

St Katharine-by-the-Tower, London El 9AT. 

__i 












O s)OD 


REVIEW 


B ruce Lee eh? What a card. Synonymous with making strange animal-like 
noises (a lot like our very own George Mangion) while kicking the seven 
shades of shinola out of a variety of bad guys. Bruce is one of those seven¬ 
ties "icons" - as popular now as ever he was. Even though he's dead. 

Any road up, last year the film Dragon: The Bruce Lee story was unleashed 
onto a not-so-unsuspecting public. Although it wasn't exactly the Jurassic Park of 
1993 box-office hit it didn't do badly at all, so Virgin Interactive Entertainment 
did well to step in and pick up the gaming license. 

As you can probably imagine the game's a beat 'em up, with the player in 
control of the eponymous Mr Lee. As usual, it's a case of wearing down your ene- 



( ABOVE) Oooooooaaaaaawwwaaaarrrrrggghhhhhh! 


GAME AND MATCH 

Dragon has two distinct game 
variations: GAME and MATCH. In 
GAME mode, the player follows 
'The Bruce Lee Story' and does 
battle with the level-specific 
meanies. MATCH mode is similar 
in execution to Streetfighter M's 
Versus Mode. 


Mon 




• BY: VIRGIN 

• PRICE: £49.99 

• RELEASE: TBA (JULY MOST LIKELY) 

• GAME TYPE: BEAT‘EM UP 

• CART SIZE: 16 MEG 


MATURES 


• PLAYERS: 1-3 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: 3 

• OPTIONS: The usual 


SAME INFO 


• GAME ORIGIN: Licenced from the 
Dragon movie, out now to rent on 
video! 

• GAME DIFFICULTY: Pretty tough 

• 1ST DAY SCORE: Beat Johnny Sun 

• ALTERNATIVES: StreetfighterII 
and the Fatal Fury series 


» C0NT001S 


U CHANGE BATTLE MODE 
R: CHANGE BATTLE MODE 


START: 


Not a 


whole lot 


SELECT: 


Pauses the game 


THE CLONE OF BRUCE 


LEE 

Should you choose the TWO- 
PLAYER GAME option, two peo¬ 
ple may take control of Bruce 
Lee and proceed to go through 
each level together. However, 
the game follows a "last man 
up" principle, meaning that 
both players can't really work as 
a team, having to turn on each 
other when the computer oppo¬ 
nent has been eliminated. 


TURN ON THE TAP 

Dragon is different from all the other beat 'em ups 
in that it has a brilliant three-player mode - if 
you're using the Super NES Multi-Tap. Packed with 
action, the game becomes a sudden free-for-all, 
often with hilarious results. A brilliant addition to 
the game! 


High-power 

punch 


High-power 

kick 


CONTROL: 


Joypad/multi-tap 


RESPONSIVENESS 


Good 


Low-power 

kick 


O Low-power 
punch 


mies' energy bars before they 
do the same to you. However 
Dragon adds a new dimen¬ 
sion to the genre by having 
two opponents on-screen at 
once - something not seen 
since the arrival of IK+ on 
the C64 many moons ago. 

The game also provides 
THREE-PLAYER ACTION 
by using the Super NES 
Multi-Tap! Great stuff 
indeed. So, step into 
your ninja slippers and 
prepare to adopt the Way of the 
Intercepting Fist! 


hey 

Wi 



















BONUS ROUNDS 

In the bonus round, Bruce is 
faced with what looks like a spin¬ 
ning hat-stand. On this wooden 
contraption are spikes and pads. 
Smack the pads, but avoid the 
spikes! Each decent hit endows 
you with extra Chi energy (see 
MODES OF TRANCE THOUGHT). 


az& 




COMMENT 

^ Not only does Dragon 
a! demonstrate how a film 
license is best used, it is a 

* I fine tribute to Bruce Lee 
himself. It is a no nonsense, 
gritty fighter with elements 
from many of the greatest 
beat 'em ups - from IK+ 

* w through Final Fight and 
PmH n Street Fighter II - pieced 

together like some killer 
combo, and it works! Having three inde¬ 
pendent fighters competing at the same 
time is an impressive achievement especial¬ 
ly as everything is considered to eliminate 
any confusion. On the surface the game 
borders on the typical, as the one-player 
bouts become quite predictable after a time 
- this isn't in the same league as Turbo, 
Tournament Fighters or Fatal Fury Special 
unfortunately. However Dragon excels in 
areas the competition don't even attempt: It 
is the only three-player beat 'em up avail¬ 
able on console, so it's original; the Chi 
meter allows players to choose how their 
fighter performs in certain situations, which 
adds a lot of depth and adaptability, ensur¬ 
ing the game can survive the test of time 
better than most. Dragon is not just another 
beat 'em up - it is an excellent game in its 
own right. 


MODES OF TRANCE THOUGHT 

Rather than using the special moves princi- 
es of Streetfighter II and just about any other 
decent fighting game, Dragon has a more novel 
idea. As you fight you gain mystical Chi energy, used to acti¬ 
vate the extra fighting modes detailed here: 


NUNCHUKA MODE: 

Bruce gains the use of some 
Nunchukas, with each button on 
the pad producing a different 
'chuks-related move. Very 
impressive in the right hands - 
you need to be in this mode to 
finally destroy the Phantom on 
level twelve! 


NORMAL MODE: This is your com¬ 
mon-or-garden Bruce Lee attack 
Mode. Mr Lee is capable of a variety 
of punches, kicks and blocks - as 
well as his signature back-breaking 
manoeuvre. 

SPEED MODE: Bruce moves like 
greased lightning in this fighting 
mode, making him vir¬ 
tually unstoppable. 

Hundred-hand 
punches and hun¬ 
dred-foot kicks inflict 
mega-damage. One 
downside: Bruce 
can't block using this 
fighting mode. 




















milW THE BRUCE LEE STORY 

Dragon on the Super NES reflects the storyline of the film quite closely - for the most part - with 
digitised images of the original action transformed into cut sequences especially for the game. 
Take a look for yourself! 



I 















STAGE ONE: LANTERN FESTIVAL 

Having waved goodbye to Daddy in Hong Kong, Bruce arrives in the States 
looking for a job. Not only does he find one, he also finds himself in the midst 
of an enormous fight, taking on a big sailor-type who's armed with a big chain! 



STAGE TWO: GUSSIE YANG’S KITCHEN 

While making "in-roads" with the manageress of the kitchen, Bruce is 
attacked by a jealous chef, armed with an enormous chopper! 




STAGE THREE: ALLEY OUTSIDE KITCHEN 

Groinks! The fight leadsjoutside, where two chefs queue up to "slash" 
Bruce up with their cleavers! It is the first two-on-one fight in the 
game... 


STAGE FIVE: GEORGE WU GYM 

Oops. Looks like the American Chinese sensei-type aren't happy with 
Bruce for teaching "outsiders" their mystical skills. Bruce must earn the 
right to teach who he wants! 


STAGE SEVEN: BRUCE’S KWOON 

Being the hard man that he is, Bruce sets up his very own teaching 
establishment ("kwoon"). In this round, an instructor from a rival 
kwoon turns up and challenges him to a fight. 



STAGE NINE: THE BIG BOSS FILM SET 

Unknown to Bruce, the producers of the Big Boss film are determined 
to get the best possible end fight. So they've brought someone in 
who's really intent on killing Bruce! 



STAGE FOUR: SEATTLE GYM 

Bruce is intent on earning a bit of extra cash by teaching martial arts. 
Standing in his way is an enormous man. Beat him up to impress your 
would-be students (who look a bit docile there in the backdrop). 



STAGE SIX: THE FILM SET 

Having recovered from the dastardly Sun's attack, Bruce gets into movies. 
Although, having said that, we can't remember the two Amazon-type 
women in this round from the movie! Artistic license perhaps? 



STAGE EIGHT: LONG BEACH STADIUM 

Determined to prove that Jeet Kune Do is the way of the Master, 

Bruce says he'll deck any one practising any martial art in just a single 
minute. Into the ring steps Johnny Sun. Cue fight sequence... 


STAGE TEN: THE ICE FACTORY 

... The bounder legs it into an ice factory. Smashing aside large chunks 
of ice, Bruce does battle with the army fatigue-clad gentleman. Only 
one of them can emerge victorious. Obviously in the film it was Bruce. 
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▲ Plenty of options and cut-scenes from the 
Dragon movie os well, which can't be bad at 
all. 


▼ Otherwise, nothing really stands out. 


▲ Dragon is packed with gorgeous backdrops 
and sprites, coupled with some veiy smooth 
scrolling and bowel-movingly good animation. 

▼ Hie cut-scenes seem a bit out of place. 


▲ A reasonable range of animal-like Bruce 
Lee noises, along with decent slashing V 
bashing sound effects. A nice range of music 
plays throughout. 

▼ A few more different Bruce Lee samples 
would've really helped. 


▲ .You can't beat a bit of Bruce Lee chop- 
socky action. Dragon is excellent fun to play, 
being quite different from SF2 and its ilk. The 
different game variations are excellent. 


▲ The three main game variations all offer " 
distinctively different game play - the three- 
player mode, especially, is a great laugh... 

▼ ...Great fun it maybe, but the lack of real secrets 
makes this fair less substantial than SF2: Turbo. 


A fast, veiy entertaining beat 'em up, 
which will appeal especially to combat fans 
who may be bored with SF2 and its clones. 
A decent buy. 


. * I'm well 

into the 

• occasional 

^ beat 'em 
B up ses- 

■ sion, and 

I must say 
that 

Dragon is 

paul ,he 

games of the type I've 
played for ages, mainly 
because it's so different 
to play than anything 
else out now. Although 
there isn't a lot in the 
way of special moves, 
that's no bad thing - it 
makes you use the ones 
you've got more effec¬ 
tively - and there's plenty 
of combo potential as 
well, which always helps. 
What I like most about 
Dragon is that the 
one/two/three-player 
games are all totally dif¬ 
ferent experiences - the 
three-player mode just 
being total carnage! The 
computer opponents also 
offer a decent challenge, 
having loads more in the 
way of smarts than 
Streetfighter's CPU foes. 
Overall, a smashing 
combat game and one 
that comes highly recom¬ 
mended. 


STRAUGY 

ACTION 

CHAUTNCT 

rttuhts 

ORIGINALITY 


10HE-TIUM INTIREST 


PRisumnoN 


GRAPHICS 


sauna 


piananm 


STAGE ELEVEN: ENTER THE DRAGON FILM SET 

In what Is perhaps Bruce's most dangerous fight to date, the man Lee indulges in some 
fisticuffs with a guy who looks like a forerunner to SFII's Balrog. Armed with Freddie 
Krueger-style clawed gloves, he's a bit of a demon martial artist. 


lusnunm 


STAGE TWELVE: GRAVEYARD HALLUCINATION 

Bruce's family has been haunted by the mysterious "Phantom" an armoured gentle¬ 
men who stalks the Lee family. Bruce must save his young son Brandon by unleashing 
everything he's got on this seemingly indestructible foe! 
























» CONTROLS 


• CONTROL: Joypad 

• RESPONSIVENESS: Good 


o 

LOB 

O 

SLICE 

o 

DROP SHOT 

B 

RETURN 


L:CURVEBALL 

R: CURVEBALL 



o 

START: FREEZE GAME/DISPLAY SCOREBOARD 

SELECT: NO FUNCTION 


• BY: NAMCO/VIRGIN 

• PRICE: TBA 
% RELEASE: TBA 
% GAME TYPE: SPORTS SIMULATION 

m CART SIZE: 8 MEG 


• PLAYERS: 1-4 (Multi-tap adapter) 

% HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Infinate 

• OPTIONS: Various 


% GAME ORIGIN: Tennis 
% GAME DIFFICULTY: Challenging 
m 1ST DAY SCORE: Third round of 

tournament 

% ALTERNATIVES: Super Tennis, 
Jimmy Connors 



T here's a time and place for everything - 
'June' and 'Wimbledon 7 is just about the 
most famous time and place for Tennis 
there is. However Virgin now have a game to 
favour those players who prefer swinging their 
rackets anytime, anywhere - on the 
beach or on top of a mountain. 

Wherever. Whatever. 

Produced by Namco, Smash 
Tennis makes use of the multi- 
tap adapter and welcomes as 
many as four players to some V 

truely manic on-court drama. V ■ /m 

Though essentially a faithful } W •?"A j 

sports simulation, many _ /BJ 4 

features distinguish this j J Mi 4 

game as the wildest re- / / J 

presentation of tennis ever / 
served. Don't believe us? 

Well get this... 


CLUB SMASHING 


Members of the Smash Tennis association take > 
their game to the limit! Though all 20 'If A 

competitors have unique talents they share one l fX 
special, all powerful technique: I K 
The Mega Smash! When 

Mg) \ returning high balls players\ 

are capable of hitting the 

jl \ ball with titan strength, the 

H H ball moving so fast it 
leaves traces behind it! 


compete on 


Four-players 

Namco 


SOUND STAGES\ 




Three years since Super 
Tennis and in that time not 
% one game has come close 

t J to matching it's quality! But 

L l c> wait: Virgin have licensed 

V J Namco's Smash Tennis to 

N y the UK and not only does it 

/ equal Super's high stan¬ 

dards but goes some way 
Ylll/I <nto improving the winning 

formula too. For all its 
glory Super Tennis only ever allows two 
players to compete at one time - Smash 
Tennis permits four. Though sounding 
superb Super Tennis was a little spartan in 
terms of looks - Smash Tennis has more 
visual features than you could throw a 
racket at! That the game is appealing 
because of its four-player compatibility is 


without question, the biggest factor which 
guarantees Smash Tennis' success is its 
excellent game play. Characters react 
swiftly and accurately allowing players to 
concentrate on improving their game 
rather than overcoming the idiosyncrasies 
of a flawed simulation. With four-player 
compatibility being so important now 
Smash Tennis is the best tennis cart avail¬ 
able without doubt. Only a four-player 
Super Tennis could possibly beat it, but the 
production of such a thing is unlikely. 


Smash Tennis not only looks 
great but sounds very differ¬ 
ent to most tennis games too. 
When on top of the mountain 
' the wind howls. Sounds rever¬ 
berate around the indoor 
court of the holiday resort. 

On the beach waves are 
heard crashing in the back¬ 
ground and birds chirp happi¬ 
ly away at the lodge. Cool, 
eh? 

_ J 





























































COMMENT 

It's said that imitation is the 
highest form of flattery there 
isand Smash Tennis mimics 
the classic game play of 
Super Tennis almost perfect¬ 
ly. Though the timing is 
slightly different and there 
isn't quite the same level of 
precision, use of all six but- 

* tons provides maximum 

* control making an infinite 
number of shots available. It's incredible 
how Smash Tennis includes a complex four- 
player option and still manages to provide 
additional entertainment in the form of 
comedy extras! Even the most seriously 
taken matches are enlivened by a coconut 
landing on a spectator's head or the sad 
fate of a mountaineer being knocked flying! 
Smash Tennis provides the same high stan¬ 
dard of game play as Super Tennis whilst 
transforming what is usually a very subdued 
subject into something so entertaining it 
appeals to everyone. It's smashing! 


PAUL 


(ABOVE) Kiltastic options! 


Beach: 

A portly chappie stands in 
the shade of a tree, only 
to become the victim of 
Newton's Law as a coconut 
falls onto his head! 


(ABOVE) Daring players will attempt 
anything! 


Mountain: 

A mountaineer struggles 
up the side of the moun¬ 
tain. Balls rolling off the 
mountain cause the chap 
to lose his grip. Should 
the climber reach the 
top, he is knocked off 
again by a stray ball! 


FOUR FLASH 
GETSMASH 

So you think you're a hot tennis 
player? Well there's only one way 
of finding out and that's to com¬ 
pete with three other friends at 
Smash Tennis in a four-player 
doubles contest. Not only are 
players required to prove their 
worth against two player-con¬ 
trolled characters but they're also 
responsible for assisting their 
partner. Not so sure now, eh? 


ON COURT CAPERS 

There's so much happening in Smash Tennis, and 
events aren't restricted to just the players either. 
Characters in the sidelines are equally as entertain¬ 
ing in their own special way, and all five specialist 
have them: 


Resort: 

A waitress trundles past 
the window, loses her 
concentration and slips! 
Kids watch from a bal¬ 
cony. 


Ledge: 

Shadows of palm trees 
replace mysterious fog. A 
flock of birds is scared 
into scattering across the 
court. 


Shrine: 

Should the ball get hit 
into the windows of the 
shrine a black cat scur¬ 
ries from the shadows! 



STRRTTGY 

ACTION 

CHAlllRCl 

RlfliHtS 

OHICINAIITY 


lOHCTTRIR IHTtRtST 


GRAPHICS 


PIAYABIIITY 


lASTABUITY 


BY mil 92 


SBUHB 


Smash Tennis wins the battle for top 
tennis sim: 6-0,6-0,6-0. It's as dose to a 
four-player Super Tennis as we are ever likely 
to see. So get this! 


▲ Send from nine combinations of CPU vs 
player matches and play areas. Very dear. 
Very Informative and concise - but the fun 
atmosphere still prevaik. 


Hardly wild. 


▲ Finely detailed characters rush and dive, 
knocking tennis balk about similarly intricate 
play areas. The sight gags are genuinely/ harm¬ 
lessly amusing. Tennis has never been so exciting 
to watch! 


▲ The acoustical differences between courts 
combined with many examples of sampled 
speech makes Smash Tennis sound very spedal. 
Musk k surprisingly good fun too - for a tennis 


A .Has all the hall-marks of a dassk sports 
simulation: Fast, intuitive game play; chal¬ 
lenge (in one-player mode) and, above all, 
excitement! The first tennis game In which players 
can hit ob|ects other than |ust the tennis balk! 


A The CPU controlled characters aren't easi¬ 
ly fooled and the scope for two/ four player 
excitement k without limit. 





























































• BY: CAPCOM 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: WRESTLING 
m CART SIZE: 24 MEG 


• PLAYERS: 4 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Unlimited 

• OPTIONS: Plenty thank you! 


• GAME ORIGIN: Based upon 
Capcoms smash wrestling coin-op 
Saturday Night Siam Masters. 

m GAME DIFFICULTY: Tough 

• 1ST DAY SCORE: Complete game 
with several continues . 

• ALTERNATIVES: Loads of dodgy 
Jap imports and two WWF titles. 


• CONTROL: Joypad 

• RESPONSIVENESS: Smart 


NOTHING 


ATTACK 


C apcom know when they're 
onto a winner, hence the 
appearance of the Muscle 
Bomber/Saturday Night Slam 
Masters coin-op. Wrestling 
games are always popular, so 
Capcom took the genre and 
added a few Street Fighter 
aspects in order to make what is 
arguably the best example of 
the wrestling game to date. 

This 24 MEG mega-game has 
it all. You want loads of charac¬ 
ters to choose from? Muscle 
Bomber has ten! You want four- 
player action? This has it (if you 
own a multi-tap, that is). You 
want no slowdown whatsoever? 
As Gary revealed in his gossip 
column a few issues ago, 
there's none of that here. 

Include loads of Street 
Fighter-style special moves 
and suchlike and what you 
have is one really decent 
game. But in what ways is it, 
as we say, "really decent"? 

Read on... 


Ft ATU MS 











Nintendo* 


^MAGAZINE SYSTEM 


(ABOVE) Four player action at it's very 
best! The thrills and spills of Muscle 
Bomber when four people are playing 
are unbelievable as two tag teams 
battle it out for supremacy. 


(ABOVE) Zalazof feels the crushing 
might of a classic clothesline. 


M Forgetal1 
the WWF 

games on 
| the Super 

\*\J NES ', 

Bomber 

Bomber, 

with all its 
# 4 24 MEG 

excitement 
is ten 

times better. The actual 
grappling action is simi¬ 
lar to WWF, but the addi¬ 
tion of Capcom's secret 
SF2 formula (special 
moves, combos etc) 
makes this one decent 
game. The characters are 
excellent as well, each 
with their own strengths 
and weaknesses. It's also 
good to see characters 
from the Capcom "fami¬ 
ly", like Haggar and 
Guile's Bro' appearing. 
This game is a real riot - 
especially in four-player 
mode, and I highly rec¬ 
ommend it. 
































Fast and deadly, Budo is one of the 
strangest characters in the 
. ^ \ Muscle Bomber tournament. 
j He is armed with an assort¬ 
ment of special moves, includ- 
, ing an incredible 360 

j tV 7' ^ e 9 ree s P' n around Jk ^ 

\ 7^ ' j his opponent's 

head! \ ' 


Muscle Bomber's most intellectually 

challenged character, he makes 

up for his lack of intelligence 

with sheer raw aggression. He 

is possessed of the most stu- 

pid special move in the _ 

game. Repeatedly tap the 

punch button and he 

waves his arms about in a 

most unseemly manner. ftFMt 


The native 
American of 
the tournament, 
he's pretty slow and 
plodding. Having said that, his 
assortment of grabs and throws 
make him on the most powerful 
wrestlers in the game... 





































siVE-trpg. 


\j/ Skinny, wimpy-looking 
Jy bloke - who just happens 
/ to be as quick as lightning 
and armed with a formidable 
range of special attacks! His 
spinning torpedo moves can be 
devastating. 


After cleaning up Metro City in Final 
Fight, Haggar returned to what he 
does best, smacking the seven 
shades out of any one who gets in his 
way! He moves much like he did in 
Final Fight, but now has some even 
more deadly techniques. 


Your basic wrestler. Fast and agile, 
quite powerful and armed with a few 
special moves and throws. Tap the 
punch button repeatedly for an awe¬ 
some combination attack. 


\ very large, very strong charac¬ 
ter who just happens to be very 
slow. A variety of strength¬ 
draining throws and grabs are 
at his disposal, 

..i along with a 

long-range hun¬ 
dred-hand slap 
manoeuvre! 
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▲ Great title screen, plenty of options and 
loads of glitzy wrestling presentation 
throughout. There isn't really much you can do 
to improve this aspect of the game. 


▲ Very similar in style to Streetfighter II, 
which can't be bad. Loads of different charac¬ 
ters and thousands of frames of animation. It's 
a real looker. 


A Some decent in-fight music, sampled 
speech and great crowd noise. It's even better 
through Dolby Surround Sound! 


a's special 
ng his oppo- 
i whilst kicking 
3uuummphI 


A Very easy to get into, with loads of tech¬ 
niques to master. The game isn't easy either, 
which just makes it even more satisfying to 
play. 


A Even on the easiest difficulty level, it's 
flippin' rock. Add in the two- and four-player 
modes and you have a very lastable title. 


Although not epoch-making, this is 
definitely the best wrestling game money 
can buy. It's just great, basically. 


strauby 


AND THERE’S 
MORE... 

In addition to the basic eight 
characters, there are two more 
homies in the game. Should you 
choose the Team Battle Royale 
option, you'll be able to select 
the following two blokes - 
although knowing Capcom as we 
do, there's bound to be some 
kind of "boss code" allowing you 
to use these people in the basic 
one-on-one game. 


CHAlimt 

MUMS 

OMEINIIIIIY 


IBNE-TTRM INTEREST 


KIMALA 


The slowest, but definitely one of the 
strongest characters in the tourna¬ 
ment. Master of spinning people 
about and crushing them to death, 
Kimala also has what looks like some 
kind of devastating bad-breath 
attack! 


PRtStHTRTIRR 


ASTRO 

In terms of style and speed (and the 
fact he wears a face mask!), Astro is 
very similar to SF2's Balrog character 
Definitely the swiftest character in the 
entire game, his special moves are 
deadly! Defeat him to become Muscle 
Bomber champion. 


SRBRR 


^ Imagine the incredible 
possibilities with a game 
to) featuring characters simi- 

lar to the heroes of Street 
iji Fighter II competing four at 

^ Vk a t,me ' anc * *h a t's Muscle 
Bomber! Why on earth 
■k nobody's shouted about 
'4* this game before is beyond 
MMM me, because it's incredible! 
OK, so the action always 
takes place in the same arena and the 
musical accompaniment isn't of the same 
irresistible standard of the greatest 
Capcom titles, but the game 
play...Phwooar! Muscle Bomber doesn't 
depend on the hammering of buttons and 
hoping for the best, or being miserably 
satisfied with a bunch of characters who 
look diferent but share exactly the same 
special moves. No. This game requires 
skill, and lots of it. So, although it is possi¬ 
ble to enjoy the action at a very basic 
level, more experienced players are sure 
to find greater satisfaction in learning 
each and every secret special move and 
roundly trashing up to three friends in a 
Muscle Bomber frenzy!!! Excepting Super 
Bomber Man II, there isn't a more exciting 
four-player game available. Somebody 
snap this one up for official release - and 
quick! 


PI AY ABILITY 


TAPPING 


Muscle Bomber confirms its repu¬ 
tation as the premier wrestling 
game by incorporating a simulta¬ 
neous four-player option! That's 
right, four of you can bunch 
around the Super NES and par¬ 
ticipate in some explosive Muscle 
Bomber action. Even with all four 
players smacking the hell out of 
each other, there's still no slow¬ 
down whatsoever. Now that's not 
bad. 


lASTABUITY 
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PUISIUTSTIOU 

▲ Some options and an adequate intro. 

* T Nothing special really. 

BUAPHICS 

▲ Colouful backgrounds and sprites. 

▼ But nothing really special. 

sauna 

▲ Medieval 'Funk' & muffled 'Aarghi's'l 
Y Nope, nothing special here either. 

pimannr 

▲ Reasonable scrolling beat 'em up action. 

▼ Specialness is, once again, not a factor. 

nsnamn 

▼ That lack of speciality and long term 
challeng means this doesn't command the 
attention for long. 

artBAii 

Reasonably playable but there are so 
many similar games that offer much 
more. 


QUEST FOR THE HOLY HORUCKS HOLDER 

Based on the Capcom coin-op, this Golden Axe- 
style beat 'em up stars King Arthur, Sir Lancelot and 
Sir Percival who are on a quest to find that Goblet 
of Goodness: The Holy Grail. Because the Grail is 
such a Pitcher of Power everybody wants 
to get their hands on it before the 
Round Table Gang, and consequently, 
as the guys make their way across the 
horizontally-scrolling landscape, 
they have to employ their well- 
honed blade-swinging techniques 
to beat off armies of rival knights. 
As well as standard swiping 

manoeuvres, all three heroes 
have a brace of special moves 
and one super special lightning 
move which knocks surround¬ 
ing foes for six but saps the 
knights' energy. 


• BY: CAPCOM 

% PRICE: 3A 

• RELEASE: TEA 

• GAME TYPE: SEAT ‘EM UP 
•CART SIZE: 12MEG 


PLAYING HORSEY 

Chopping up certain items reveals 
ful goodies such as energy-replenishing 
food, score-boosting treasure and 
even the occasional horsey which, 
once you climb aboard, tramples foes underhoof. 
As the score builds up, your knight powers-up 
through different experience levels which basically 
means he gets a new set of armour and a more 
effective sword - though not one that shoots lasers 
or anything - every few thousand points. 


K nights these 
days, eh? You 
give Sir Cecil 
Parkinson a sword 
and he wouldn't 
know one end from 
the other - probably. 

Confront Sir Jimmy 
Saville with a fire-breath¬ 
ing dragon and his underwear 
would no doubt bear the odorif¬ 


erous consequences. 

In olden days it was all dif¬ 
ferent of course. When Olde 
Englande was ruled by King 
Arthur, Knights used to spend 
all day chopping up gigantic 
armoured troublemakers, fight¬ 
ing off tigers and knife-wielding 
eagles and busting open bar¬ 
rels containing silver tea ser¬ 
vices. Or at least that's how it 
happens in Knights of the 
Round. 


Nothing new? You're damn 
straight there's nothing new! 
Knights of the Round is com¬ 
petently programmed, has 
decent enough graphics and 
sound, but the game play is 
sooo ordinary. It's reasonably 
playable, but it's just typical 
scrolling beat 'em up stuff, 
with barely any variation in 
the action. Maybe if you were 
stuck on the arcade game 
you'd think this was worth 
the cash, but when you con¬ 
sider that Turtles in Time and 
Batman Returns (to name but 
two similar titles) are both 
about the same price, buying 
Knights of the Round isn't 
such an enticing deal. 
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Issues 1 - 15 SOLD OUT 


Issue 16 - January 1994 

R-Type 3. 20 best games ever. Fatal Fury. 
Jimmy Connors Whirlwind Snooker. 

Free Boost Bar. Free Street Fighter 2 tips card. 
Free SF II bag. 

Issue 17 - February 1994 

Sports special - NBA Jam. Madden 7 94. NHL 
7 94. Goeman 2. Fatal Fury. Lethal Enforcers. 
Tiny Toons. Samurai Showdown. 

Issue 18 - March 1994 SOLD OUT 
Issue 19 - April 1994 
Project Reality. SFX Special. Citadel. Stunt 
Race. Starwing 2. 

Free Manga Japanime postcards 

Issue 20 - May 1994 

Super Metroid tips. Super Streetfighter. Free 

battle book. Free battle cards 

part 1 

Issue 21 - June 1994 

Nintendo 32 Bit VR Machine. Super Metroid. 
Super Bomber Man 2. Free Time Out Bar. Free 
battle cards part 2. Free Wario stencil 


If you're missing any previous issues of 
Nintendo Magazine System, you can order them 
from the NMS Back Issues Department, Tower 
House, Sovereign Park, Lathkill Street, Market 
Harborough, Leics. LEI6 9EF. 

Back issues will cost you £3.95 each or £5.95 if 
you live overseas. Please make your payment 
by cheque or postal order - don't send cash 
through the post. 


NMS Back Issues 

Please send me the following back issue(s) of NMS :. 

(Write to the issue number(s) here) 

I enclose a cheque/postal order made payable to EMAP Images for £. 

UK Rates : £3.95 per magazine. Overseas : £5.95 per magazine. 

Name: . 

Address:. 

Post Code:. 

Send to : NMS Back issues, Tower house, Sovereign Park, Lathkill Street, Market 
Harborough, Leics. LEI6 9EF 
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• PLAYERS: 1 

• HEAD TO HEAD: No 

• BATTERY BACKUP: Yes 

• CONTINUES: Unlimited 
• OPTIONS: A few I 


% GAME ORIGIN: Converted from a 
classic PC and Amiga role player 
released in 1989 

• GAME DIFFICULTY: Moderate 

• 1ST DAY SCORE: Second Level 

• ALTERNATIVES: Dungeon 
Master, Might and Magic 


Nintendo’ 


• CONTROL: Joypad or mouse 

• RESPONSIVENESS: Good 


EQUIPMENT 

SCREEN 


SELECT ITEM 


LOCK 

POINTER 


USE ITEM 


ihere's trouble in the city of 

or rather, under it. 


I Waterdeep 

Waterdeep's vast labyrinth of sewer 
has become home to agents of evil, and 

a curse on 


their influence has brought 
the whole town. In his hour of need, the 
Lord of Waterdeep has called for sol¬ 
diers of fortune to seek out the source of 
the trouble and destroy it. 

You command a gang of four such merce¬ 
naries who have been contracted to unblock 
the sewers using hand-to-hand combat, 
arcane magickery and their propensity for 
puzzle-solving. And boy, they'll need to use 
every trick in The Book Of RPG Tricks 
because somewhere in the very low¬ 
est level of the Waterdeep is an 
evil sorceror called Xanathar 
who has set traps at every 
turn and has filled the sew¬ 
ers with all sorts of mon¬ 
sters, among them the 
Beholders. These floating 
monsters have ten tentacled 
eyes, each of which can cast 
a different form of evil magic 
at any who disturb their master! 


fttmts 


A BIT O’ 
CHARACTER 


Before you can start the quest A 1 
you need to create your gang 
of four characters one by 
one, in good old dice-rolling 
Dungeons and Dragons style. 

Start by picking a race (human, elf, dwarf, etc) then 
a class (the character's 'job', such as being a mage 
or fighter) and alignment (good, evil or neutral). All 
this dictates what kind of weapons the character 
can use, what kind of armour they can wear and 
their potential magical and healing abilities. 

Specific statistics such as hit points and armour 
points are set by rolling simulated dice. Fortunately, 
Eye of the Beholder isn't the sort of RPG which plays 
by numbers, and the only figure you need to pay 
attention to for the most part is your hit point rat¬ 
ing, which indicates how close a character is to 
death. Other figures indicate effectiveness in com¬ 
bat and when the character is likely to move up to 
the next skill level. 

One of the game's best features is that, as you 
progress, your party of four can turn into an awe¬ 
some death squad of six. Some of the characters 
you meet in the sewers offer to join your gang and 
if you pick up piles of bones they can be reanimat¬ 
ed into another hero for your collection! 


C ORTHO IS 













CAAF 


GEO ROelp-'ftU L_ • 

mm 







R 

i m c- o 

■J H \r* 

TT! 




•£nS* ! 



Mk-Z 

jyiiti 


(ABOVE) The scene is set! Disaster strikes as the Municipal 
Mages gather at the Waterdeep disco (TOP), inspiring the 
Lord of Waterdeep to send four stout adventurers through 
the little sewer gate into... well, who knows what? Bit of a 
stupid question that. It's quite obvious what happens next 
because that's the start of the game, but, you know, Gary 
left this big caption space and I had to fill it somehow. 
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Waterdeep's 3D sewer and catacomb system is twelve levels deep and 
as you head further into the labyrinth things get increasingly compli¬ 
cated. More and more fearsome monsters inhabit the lower levels - 
beasts which can paralyse or poison your party, and rust monsters 
which can turn your party's metal weapons or armour to dust. 

The biggest problem, though, is just getting lost! Each level is a gigan¬ 
tic maze of corridors, chambers and sub-levels, and the game likes to 
boggle your mind by teleporting the party across to the other side of 
the level or spinning them on the spot. And if you get stuck or you're 
missing a crucial key try walking into walls as some of them are illu¬ 
sions which hide whole rooms full of goodies. Be prepared to get the 
graph paper out and make a map! 


RUNNING IN THE CORRIDORS 


• . v 


PAUL G 


COMMENT 

Where Dungeon Master 
failed. Eye of the Beholder 
succeeds. Not only does 
EOB have masses of superb 
adventuring, not only does 
it play really nasty tricks on 
the player and not only 
does it have fine graphics, 
it's also fast and easy to 
control. Unlike DM, there's 
no waiting around while 
the screen updates, and the clever control 
system makes it simple to control move¬ 
ment, selecting equipment and combat. In 
fact it's hard to imagine how this could 
have been better, though it would have 
been nice if the game had an automatic 
mapping feature, because the mazes are 
incredibly convoluted and you really need 
to concentrate on the on-screen compass 
and try to picture the layout of the corri¬ 
dors in your head, otherwise you just end 
up going round and round in circles.That 
aside, though, this really is an amazingly 
good RPG with something new around 
every corner, and if Zelda and Legend of 
Mana have whetted your appetite for 
adventuring this is the perfect next step. 






- 














▲ AIIHie options you could hope for. 

Control system works really well. 

▼ A pHy there's not more than one game save 
position. 


A Good, fast 3D maze graphics. Nice pre¬ 
sentation pics too. 


A Fast and easy to get to grips with. Lots of 
twists, turns and sneaky tricks and puzzles 
make this unputdownable. 


A A sizable quest Indeed, and even if you 
do complete it, you've probably missed loads 
of secret bits. 


Everything that Dungeon Master should 
have been. A great RPG. 


QUESTADIDDLY- 

DUM-DUM 


(BELOW) Plok action blah, blah, blah! 
Plok action blah, 


Not only do you have to cope with the problem of 
trouncing Xanathar, there are numerous subquests 
for your party to take on. For example, around the 
middle of the quest the party comes across a tribe 
of dispossessed dwarfs who want your party to find 
and rescue their prince and also locate a potion to 
save their dying king. 

Also, each level has it's own special quest which 
require the party to find specific objects and take 
them to particular locations. You're never actually 
told what the special quest is, but if you happen to 
complete it you're told 'Special Quest Completed' 
and all of your characters earn heaps of bonus 
experience points which can result in them going 
up one level and making them more skilled in their 
particular discipline. 


S1RAUBY 
ACIION 
CHAMNBY 
RUUXIS 
OR 11! IN AllIY 


lONGHRM INTEREST 


PH IS (NT ATI ON 


GRAPHICS 


SOUND 


At first it seems Eye of the 
Beholder is way too intimi¬ 
dating, when even getting 
v ® started is complicated by 
the need to create charac- 
' ters! Once begun, however, 
the adventure becomes 
very compelling and heroes 
are found encouragingly 
PJ^IR^ n simple to command. 

Interaction is uncomplicated, 
allowing players the freedom to concen¬ 
trate on the intriguing puzzles and more 
easily outwitting enemies in confrontations. 
As the action is always viewed from a first- 
person perspective a great deal of tension 
is created as the heroes are led deeper into 
more treacherous dungeons. Combat, 
especially, is made all the more involving 
because of this. A few extra sound effects 
and better musical accompaniment would 
improve things, also some of the enemy 
characters would benefit from that Capcom 
special design touch. Yet these are very 
minor points in view of the whole; this 
being a deeply involving and very original 
adventure. 


PlAfABIllTY 


IASTABHITY 


(ABOVE) Plok action blah, blah, blah! 
Plok action blah. 
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PRtStHUIlOH 


A Clear enough menus and loads of options 


BMPHICS 


SOPHS 


PlAUBlim 


A Good fun once you get into it. 

▼ Seems kind of pointless at first though. 


usTSBiiirr 


OMR All 


A surprisingly enjoyable game which 
could actually get people interested in 
Volleyball. 


BART SPIB 


• BYi UBISOFT 

• PRICE: M 

• RELEASE: ND OF JULY 

• GAME TYPE: SPORTS 
• CARTSSZE:8 MEG 










VOLLEY BALL?!! Why would anyone want to play 
a volley ball video game? What's going on in 
the world when people play volley ball 
games instead of good honest 
Tommy sports 
like football 
and tennis, 
ones that 
people under¬ 
stand? Ubisoft 
are trying to 
convert play¬ 
ers to the ways 
of this 'Volley Ball' with 
Hyper V-Ball... and, er, 
okay, we admit that 
they've done rather a 
good job of it actually. 

RACQUETS 

For those who don't know, 

Volley Ball is like a game of 
tennis played by teams of 
four people who have had 
their racquets stolen and 
have to hit the ball across 
the net with their hands. 

The ball is served by the 
Receiver, who blams it 
across the court, where it is 
received by the opposing 
Receiver. He biffs it up in the air 
towards the net, where it's 
knocked up again by the Setter 
before finally being smacked past 
the opposition by one of the two 
Spikers. Why they need four peo¬ 
ple for such a simple task is a bit 
of a mystery, and in fact working 
out how the team work together 
is the biggest problem for Hyper 
V-Ball beginners. 


SPIKES 

And there's more to hitting the ball back than just 
positioning your player under it and pressing the 
button. As in most tennis games, the position of the 
player in relation to the ball affects which direction 
the ball goes when it's hit. Also, there are seven 
button and D-pad combinations which produce 
special serves and spikes which wrong-foot the 
opposition or nudge the ball over any players trying 
to block your shot. 


(ABOVE) The red team spang a turbo¬ 
shot to the blues! 






(ABOVE) The ancient art of levitation , 
demonstrated by the players of V-Ball. 


BALLS 
More complicated 
than this is the spe¬ 
cial Hyper League 
mode which blends 
volleyball with 
Speedball. The players are all armoured and turbo¬ 
charged with twelve special moves which do things 
like split the ball into three, send it right over the 
top of the court to land right at the back, or zigzag 
past your opponent's Receiver. Each player from 
each of the three leagues (men's, women's and 
Hyper) has different attacking and defensive rat¬ 
ings, and only sufficiently skilled players can per¬ 
form certain moves. 


(ABOVE) Br... Br...A... 
Uh... What's one a dem? 


SCORN 

Although Hyper V-Ball was treated with some scorn 
when it came in, NMS' Cynical Reviewer Squad was 
forced to eat humble pie when we found that it's 
actually not bad once you get the hang of it. 

None of us are old volleyball hands, so sometimes 
the points were scored more by luck than judgment, 
but with two equally inept players going head to 
head it's quite enjoyable. Not as enjoyable as a 
game of Super Tennis or FIFA Soccer, mind, and 
not really enjoyable enough to make non-volleyball 
freaks want to shell out big bucks for it, but if a 
SNES Volleyball game is something you've always 
longed for. Hyper V-Ball is a fine representation of 
the sport which you'd do well to take a look at. 
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Pass 

Kick 

L Ho function 
R: No function 


Speed burst 


START: Pause/Time out 
SELECT: No function 


I GAME ORIGIN: Combines John 
Madden Football with FIFA 
International Soccer, if you can 
imagine that 

• GAME DIFFICULTY: Normal 

• 1ST DAY SCORE: Win a game 

• ALTERNATIVES: Madden 94 is 
more strategic and generally better. 


• CONTROL: Joypad 
t RESPONSIVENESS: Okay 


• BY: MALIBU INTERACTIVE/THQ 

• PRICE: £39.99 

• RELEASE: JUT NOW 

• GAME TYPE: SPORTS SIM 

• CARTSIZE: 4MEG 


• PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: N/A 
OPTIONS: ee review 





(ABOVE) Patty Cake, Patty Cake 
Baker's man - oops, sorry, I slipped 
(Nyah! Nyah!) 


(ABOVE) Players may choose from 5 7 
offensive and 45 defensive plays. 
That's an awful lot! 


T his football simulation certainly is as "all- 
American" as the title implies. There's no 
spheroid item to boot around a pitch. 
There are no totally disgusting/inane chants to 
learn (like "one-nil to the arser-nal!" to the 
tune of Go West by the 
Pet Shop Boys). This is because the game is 
based on American Football, which is sort of 
like rugby - only the players wear a lot of 
armour and the rules are a bit different. 

Yes, even though the game is known as 
football, you carry the ball (which isn't really a 
ball) about for the most part (so, no indignant 
cries of "Handball!" in this one). Indeed, you 
only kick it if things are going really badly, by 
the look of it. The basic aim is as follows. If 
you're in defence, your aim is 
to stop the offensive team 
from reaching your goal. If 
you're in "possession", it's 
your job to carry the ball for¬ 
ward. You have four "downs" 
or tries to get the ball ten 
yards further up the pitch. If 
you succeed, four more 
"downs" are yours. If you fail, 
the opposing team get posses¬ 
sion. Score touchdowns in 
order to get points. Easy, yes? 

So there you go. But is this 
latest translation of the sport 
onto your trusty Super NES 
any good? Read on... 


COMMENT 


I can't say I'm the biggest 
fan of American Football 
games. They bore me. In 
\ fact. I'd rather listen to the 

\ Culture Beat album than 

play one of these "sims" for 
an hour (and I would too). 
However, despite this aver¬ 
sion, All-American 
Championship Football isn't 
really too bad at all. Even 
though the scrolling is unforgivably jerky 
(this is a Super NES, not a Spectrum), the 
action is fast, the players well-animated 
and the sport reasonably represented. 
Although not as good as Madden '94, this 
is still worth a look. 


(ABOVE) Wasn't me. Nope, wasn't me 
either. 


(RIGHT) The 3/4 viewpoint employed 
gives players a large field of vision. So 
even the action following a snap is 
easily followed. 
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(ABOVE) Socked! Aiee! Obviously this 
team's Quarter-Back is utterly useless! 
Better choose running plays instead... 


A FASCINATING FAX BOX 

There are a minuscule six different options in 
AACF, three of which are used to choose the 
two players' teams and choose either a one- or 
two-player game. The actual time the game 
takes can be changed from 60 to either 40 or 
20 minutes. You can fiddle about with the diffi¬ 
culty level as well as the penalties (choose ALL 
or SOME here). What a fascinating fax box this 
one is eh? 




(ABOVE) Booting the ball between the posts earns one 
point for a conversion and three for a field kick. Kicktastic! 


NOTAN OFFICIALLY 


(ABOVE) Oh dear , this guy is really hurt! No matter though 
because injuries don't have any lasting effects in this game. 


LICENSED PRODUCT 

All-American Championship Football, to give 
the game its full, rather long-winded title, isn't 
based on the NFL at all. No sir. That's why the 
game doesn't have any of the original NFL 
team names. Instead of the colourful monikers, 
your favourite teams are known by their city 
names, like Chicago, Green Bay or 
Indianapolis. Fair enough. 





It took me 
a fair old 
while to 
convince 
Rich that 
this 

American 
Football 
game is 
worth a 
look. The 
graphics, although small, 
are drawn pretty well and 
the sound isn't bad 
either. The crowd is fairly 
convincing - although the 
effects sound exactly like 
John Madden '93 on the 
Megadrive. All-American 
Championship Football 
plays well too, although 
it's not anywhere near as 
comprehensive or enjoy¬ 
able as John Madden '94. 
Try it if you found 
Madden '94 too strategic 
for your liking - this con¬ 
centrates far more on the 
action. 




KATIIMS 


BREAKDOWN 
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10NG-TTRM INTEREST 



Quite a nice look to the game, but. 


▼ In these days of mega-comprehensive 
options and settings screens, AACFs six options 
aren't really that impressive. 



▲ The pitch and players are well-defined 
and capture the atmosphere well. 

▼ Jerky scrolling should have died out with the 
spectrum. 



A A fair old range of crunching, groaning 
and smashing effects along with a serviceable 
(yet non-excitable) crowd and okay-ish music. 



A This game concentrates on the action ele¬ 
ments of American Football, making it quite 
easy to get into. 

▼The button set-up is a tad confussing initially 
though. 



A You'll play it until you master it. 

▼ Since the simulation isn't really that deep, 
if s only the two player option that gives this 
game any sort of longevity. 


omui 79 


Not in the same league as Madden '94, 
but still a fast, fun and playable American 
Football Simulation. 
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% PLAYERS: 1 
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S o when you're near me, darling 
can't you hear me? SOS! ^ 

Yes, believe it or not, Vic Tokai have 
licensed the incredible hit of yesteryear 
- SOS by Abba - for conversion on to 
the Super NES! 

However, surprisingly, there are no 
dodgy hairstyles, flared trousers or 
anything like that in this new Super 
NES game. This is probably because 
that last paragraph was in fact, an 
intricate web of deception, cunningly 
spun to disguise the fact that this is 
quite a dull game. 

Basically, it's the early part of the 
century and you're on a ship that 
looks a lot like the Titanic. Hence, 
rather predictably, the ship capsizes, 
and you're left with the task of round¬ 
ing up the survivors and finding the 
escape hatch, before the ship is lost 
for good. 


ha rums 


CART SPtC 


DEPECHE MODE 7 

As the broken ship is hit by large waves, it 
tilts at peculiar angles. The Super NES 
uses Mode 7 to successfully portray this. 


As the ship tosses and turns in the ocean, 
you are able to reach different parts of the 
vessel, and hopefully, rescue more peo¬ 
ple. 


• HEAD TO HEAD: No 

• BATTERY BACKUP: No 

• CONTINUES: None 

• OPTIONS: Not a lot 


GAME INTO 


• GAME ORIGIN: Shades of 

4 Beyond the Poseidon Adventure 9 

• GAME DIFFICULTY: Flippin” rock 

• 1ST DAY SCORE: Actually work 
out what you're doing 

• ALTERNATIVES: Flashback is the 
closest thing we could think of - and 
it's a lot better. 


- CONTROLS 


• CONTROL: Joypad 

• RESPONSIVENESS: Not good 


Converse 

Action 

L: Summon survivors 
R: Same as L 


Nothing! 

Jump 


START: Bring map up 
SELECT: Pause/make the screen go dark 


THE CAST 

SOS gives you the opportunity to play the game as one of four 
different characters, each with their own special attributes that'll 
effect how you play the game. 

CAPRIS WISHER 

Probably the ancestor of Michael 
Wisher, who played Davros in 
the 1974 Doctor Who story, 

Genesis of the Daleks. Capris is 
an architect, returning home with 
his step-sister Amy. He's strong, 
but ruthless. 


REDWIN GARDNER 

A counsellor, which basically 
means that people will follow him. 
Apparently he's very sensitive too 
and has lived a "complicated" life. 
Otherwise, nothing else we can 
take the mick out of. Apart from 
his name. 

LUKE HAINES 

Being a sailor, he likes to hang 
around the docks. Except when 
he's sailing, like he is now. Very 
strong, but not socially adept, 
which means he'll have trouble 
convincing people to leave the 
ship. 

JEFFREY HOWELL 

Having retired from presenting 
'Rainbow', Jeffrey's gone bald, 
and become a doctor. Don't 
expect him to be physically strong, 
but he is a very "oral" person, and 
people will follow him. 


• BY: VIC TOKAI 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: PLATFORM 

• CART SIZE: 8 MEG 
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\ Pressing SELECT 

_ __ \ brings up the map 

\ (if you've got one). 

^3 \ ^ ou can use f^ e 

\ joypad to spin 
^4 \ and rotate it to 

r-5 \ match the cur- 

■*3^-1 rent angle of the 
ship - very use¬ 
ful for "getting your 
bearings", as it were. 


At best SOS only guarantees 
one hour's game play. This 
is enough to warn most 
^ players away. However 

■ restricted playing time isn't 

n the only reason for SOS' dis¬ 

tress signals. From the off¬ 
set the game tries much too 
1 / hard to emulate some kind 

— - of disaster film. Though the 

cinematic approach to the display area is 
quite cool, the overly extended conversa¬ 
tion pieces rarely entertain: No one is pre¬ 
pared to listen to Luke, so it's like 'Look! 

Are you coming or aren't you?' whereas 
Redwin's 'in your own time' approach to 
most everyone is downright infuriating! 
Likewise patience is required when leading 
the escape party from one area of the ship 
to another. Too much time is spent with 
nothing going on, and the novelty of the 
rotating screen wears off almost immedi¬ 
ately. Basing an entire game's scenario on 
the premise of an unstable environment is 
a mistake, in fact the short time Simon 
Belmont is suspended in the rotating room 
of Castlevania IV is probably more thrilling. 


The basic idea is to find people, 
get 'em to follow you and then 
find the escape hatch. The sur¬ 
vivors don't automatically follow 
you. You press the L or R buttons 
to mark a spot where the people 
will walk to. You scout ahead 
and when you've found a safe 
place, you press the button. Your 
followers will then make their 
way to the new position. Don't 
go too far though! 


COMMENT 


Although 
the idea is 
pretty 
good, SOS 
^ is basical- 

r hr yet 

another 
platform 
game - 
and one 
• ^ * that isn't 

particularly awe-inspir¬ 
ing. SOS does have a 
good atmosphere - the 
sound is good, with some 
great effects. However, 
the fact is that the game 
is pretty badly designed. 
Having to wait until the 
ship turns to a certain 
position is a real pain in 
the backside - but you 
have to do it in order to 
progress. Also, the con¬ 
version with other sur¬ 
vivors has all the drama 
of an episode of 
Neighbours. It's a nice try 
but if this was more 
playable and had a bit 
more thought put into it, 
I'd have really recom¬ 
mended it. As it is, it isn't 
and it hasn't, so I won't. If 
you see what I mean. 



▲ Intros for each character. A great atmos¬ 
phere is created... 


A The mode 7 effect Is intriguing and the 1 
graphics get better the further into the game * 
you get... 

▼...but Gerry Anderson's Supermarionation pup- 
povs nave move meiiKB animanon, nmenum do iota 


▲ The one part of the game that is consis¬ 
tently smart. The aural effects add a lot to the 


A Very challenging and Interesting enough 
to keep you at it. 

Although the lack of enemy sprites is very 


A The ship is H-U-G-E and completing H 
with |ust one character, let alone all four, will 
take ages. 

▼ But would you want to though? That is the 
question. 


The interesting premise and the good 


STRATICY 

ACTION 

CHAlltNCt 

OlfltNlS 

OUICIHAIITY 


IBNC-TtOM INTtOlST 


POlStHTATION 


GRAPHICS 


SOUND 


PlAYAOIllTf 


lASTABIllTY 


ideas are wasted on a game with a severe 


lack of excitement. 
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A h, greetings horror-fiends. It's your gruesomely gory host 
Ace Ventura here, with another spine-chlling Tale of 
Torment! Tonight I have a particularly sinister story to 
spill. The true account of a boy unlike any cheeky young tyke 
you may know, for he is Mowgli... the MAN-CUB!! Yes, 
brought up by rabid jackals this 'half-man, half-beast' trav¬ 
els the deepest, darkest jungles of India feeding on the still- 
warm flesh of prickly pears. Prepare yourselves for a gore- 
fest of nightmarish proportions 
as you bear witness to this 
'jungle executioner' feeding 
parakeets until they explode, 
battering chimps into submis¬ 
sion with showers of soft fruit 
and, worst of all, using unborn 
snake foetuses as springs. So, 
join me now as I impart the 
goose-pimple inducing yarn I 
call THE JUNGLE BOOK! 


y UI 

There are eleven 
levels in Jungle 
Book, each 
based on a 
scene from the 
movie. There's 
the jungle level, 
then there's the 
jungle level and of course, 
there's the jungle level. Ha ha, 
no just kidding. Apart from the 
numerous jungle levels, there's 
also the Great Tree (which IS in 
the Jungle), the Tree Village 
(which also happens to be in 
the Jungle) and the ruins 
where the apes live (that's in 
the Jungle, too). Best of all 
though, is the shoot 'em up 
level in which Mowgli 
rides through the 
jungle atop a parrot. 

The final level sees 
Mowgli racing across 
the storm-drenched 
wastlelands chased 
by hyenas. Quite 
near the Jungle. 


• PLAYERS: Ine 

• HEAD TO HEAD: Mo 

• BATTERY BACKUP: No 

• CONTINUES: Varies 

• OPTIONS: Suitable set-up options 


• BY: VIRGIN 

• PRICE: £49,99 

• RELEASE: 3rd WEEK AUGUST 

• GAME TYPE: PLATFORM 

• CART SIZE: 16 MEG 


PRICKLY PEAR PEOPLE FROM PLRHET PLUTO! 

Alien pod-people have infilitrated the rain forests, and taking on 
the shape of various jungle creatures such as chimps, orangutans, 
wild boar and swarms of bees, these feral fiends seek to destroy 
Mowgli. However, they have a weakness - fruit! Mowgli has an 
unlimited number of bananas at his disposal and by throwing these 
(and other fruits that he finds) at the alien legions, he can revert 
them to their true form, that of prickly pears. What's more, devour¬ 
ing these pears provides much-needed energy. Also, strange green 
cocoons can often be 
found hanging from 
trees and by splitting 
these open Mowgli can 
reveal dormant, pupat¬ 
ing prickly pears. But 
remember, don't pick a 
prickly pear by the paw 
- when you pick a pear 
try to use the claw. 

Have we given you a 
clue? Or are we just 
reciting the movie script 
to try to appear clever? 


• CONTROL: Joypad 

• RESPONSIVENESS: Pretty good 


Throw Jump 

bananas 

— b zrr” 

L: Nothing 
R: Nothing 

START: Pauses 
SELECT: Nothing 


• GAME ORIGIN: Based on a Disney 
cartoon which, in turn was based on 
Rudyard Kipling’s Just so stories 
which were based on the true life 
story of Bianka, 

• GAME DIFFICULTY: Easy, 

• 1ST DAY SCORE: Level seven 

» ALTERNATIVES: Cool Spot, Aladdin,, 
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COMMENT 

It's obvious that the pro¬ 
grammers have put a lot of 
Ji ^ effort into presentation of 

tji this game, because it looks 
Jk ,..jM and sounds totally fantas- 
™ tic. The graphics are very 

true to the Disney movie 
with tons of superb, if a tad 
samey, jungle scenes. 
What's more, the sprites 
look and move brilliantly - 
never have you seen a game with such 
realistic chimps. All the famous characters, 
such as Kaa and King Louie look like 
they've been lifted straight from the movie 
and the animation on Mowgli is just stun¬ 
ning. Couple this with all the familiar tunes 
and some brilliant spot-effects (especially 
the ape sounds) and it certainly captures 
all the atmosphere of the Disney classic. 
The platform action is pretty standard, but 
there's always plenty of action to keep the 
pace going and there's even a puzzle ele¬ 
ment which adds an extra dimension to the 
whole affair. Admittedly, Jungle Book isn't 
overflowing with originality, but if you're 
looking for a fun platformer, then this is 
definitely worthy of consideration, espe¬ 
cially if you're a fan of the movie. 






































(ABOVE) The Mowgster exchanges 
jungle pleasantries with a 
spine-hurling porcupine. 




(ABOVE) Mowgli walks the jungle 
tightrope which can only lead to 
CERTAIN MAN-CUB DANGER!! 


KM 


COME TO ME 
MY JUNGLE FRIENDS! 

Many of the Man-Cub's movie 
companions make guest appearances 
in the game. Baloo the Bear often 
pokes his head out of the shrubbery accompanied 
by the strange chant 'Hey, It's Baloo the Bear!' Using his jungle voodoo 
powers, he imparts extra powerful bananas on the dark-haired one. Kaa 
the Snake uses his occult powers of hypnosis on Mowgli, whereas King of the Swingers, 
King Louie, tries to uses his Satanic music to defeat the beast boy. Reach the end of the 
game though and the greatest challenge awaits - Shere Khan, the Great Tiger. 



(ABOVE) Finding your way to the end-of-game 
confrontation with Shere Khan doesn't take much 
effort. And before you start, yes there was a level 
select in our cartridge, and no we didn't use it 
while we were reviewing the game. So there. 


*r r— _ 
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COMMENT 


Jungle Book is a right tart 
of a game - all smart and 
tarty on the outside, but 
^ without much under- 
“i neath. The animation 
on the sprites is spec¬ 
tacular, and the music is 
splendid - after playing I 
was humming 'The Bare 
Necessities' all day - and 
the sampled chimp effects 
were the talk of the office. But as in Cool 
Spot or Aladdin, the gameplay is, for the 
most part, a basic collect 'em up with a few 
very simple puzzley bits and some semi- 
hidden bonuses to break things up. It's the 
sort of thing that's quite good fun, especial¬ 
ly for younger players, but it left me wish¬ 
ing there was a bit more depth to enjoy. I 
AM a fan of The Jungle Book, but being a 
bit of an old tightwad git I think I'd rather 
spend an afternoon watching the movie on 
video and spend my monthly Platform 
Game Budget on Super Metroid which pro¬ 
vides far more platforms to the pound. 



RATINBS 


BREAKDOWN 


STRAWY 

ACTION 

CHAUIHCT 

Rtfims 

ORIBIHAIITY 


MM 

mm 

mm 

mm 

him 

MM 

MM 

MM 

MM 



mm 

MM 

MM 

MM 

mm 

MM 

MM 

MM 

MM 

MM 

HIM 

MM 

MM 

mm 

MM 

mm 

MH 

MM 

MM 

MM 

MM 

MM 

mm 

mm 

mm 

MM 

MM 

MM 

MM 

EH 

Ml 

gg 

iTwrjf 

iiiLcJ 


10HBTTRM IRTtRtST 


BAY 

YYllK 

MONTH 

YTAR 


PRTSINTAT ON 


A Not much in the way of options or inter¬ 
mission scenes, but the game does feel very 
polished. 


ERAPHICS 


▲ The look of the movie has been captured 
to a tee and the sprite animation is top-notch. 

^ The backgrounds are a bit too colourful and 
can all get a little confusing at times. 


SOUNO 


A Hoping for some top renditions of the 
movie tunes? You got'em, even H some are 
rather dodgy pianola remixes. Great chimp 
noises though. 


P TATAR TITTY 


A Plenty good fun, thanks to the well paced 
action on each level. 

▼ Grabbing vines is fiddly and sometimes if s a 
lime too TnCKy avoiding cerium Daaaies. 


TASTARIIITY 


▼ You'll either hove it docked pretty quick 
or get stuck at some tricky bit and lose inter¬ 
est. Whichever way, if s unlikely you'll still be 
playing it in a few months 


BYtRAll 


Another Virgin platformer which makes 
up for its lack of originality with great 
graphics and sounds. 


81 Cmms) 
































TBOXIN«r 

> ! ECOW.PS or 




• GAME ORIGIN: Quite original In 
execution actually, but the idea Itself 
isn’t new. 

• GAME DIFFICULTY: Normal 

• 1ST DAY SCORE: Beat 5 opponents, 
m ALTERNATIVES: MuhammedAll's 
isn't bad. Riddick Rowe's and George 
Foreman's games were crap. 


™ CO NT RMS 


• CONTROL: Joypad 


% PLAYERS: 1-2 

• HEAD TO HEAD: Yes 

• BATTERY BACKUP: No 

• CONTINUES: Passwords 

% OPTIONS: Wsolutefy loadsl 


O 

O 

mi 

o 


i 

i 

bit slow 

PUNCH 

O 

PUNCH 

PUNCH 

B 

PUNCH 

L NO FUNCTION 

R: NO FUNCTION 


START: STARTSWAUSES 
SELECT: NO FUNCTION 





L eonard, Toney, LaMotta, Hagler, Duran... 
these are the boxing greats - the Boxing 
Legends, if you will. Now all of them (and 
more!) have been incorporated into a single 
plastic/silicon entity - a Super NES gamepak! 

This is a pretty good idea, actually. Just 
what would it be like for Leonard and LaMotta 
to have a fight? We'd never find out in real 
life, but here in the fantasy world of Nintendo, 
just about anything goes. And if you aren't 
interested in creating these fantasy battles, 
why not make up a boxer of your own and 
make some history of your own? 

Boxing Legends of the Ring is a fairly 
comprehensive simulation of the sport, offer¬ 
ing eight different boxers and a plethora of different 
game configurations. But you'll find out more in the 
main portion of this thrilling review, won't you? 


VS 


EBC 
WORLD CLASS 
BOXING 
EXHIBITION 

12 ROUNDS 


OMMENT 


RICH 


If you 
aren't 
really into 
boxing, 
there's lit¬ 
tle point 
buying 
Boxing 
Legends 

niPiJ of the 
Ring. 

Although it's competently 
programmed, there's just 
no real excitement to the 
game. The graphics may 
be large, but you can't 
see enough of your oppo¬ 
nent to know when or 
where to attack. The 
result? A very frustrating 
experience. This may 
appeal to boxing fans, 
but although the presen¬ 
tation is good, I really 
had no urge to play it 
once I'd finished my first 
go. 


FANTASYBOXING 

Just as the title implies, this game allows you to 
play off the greatest boxers from different fighting 
eras. Just how would Leonard have fared against 
Hagler? Now is your chance to find out. Boxing 
Legends of the Ring includes a legends tournament, 
where all of the celeb sparrers fight each other in 
order to get their hands on the most prestigious 
boxing title ever. 
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DURAN 


GRAZIANO 


HAGLER 


LAMOTTA 


































CAREER MOVES 

If being hurt and punch¬ 
ing people isn't your idea 
of a smart career move, 
you can always take part 
in this digital representa¬ 
tion. Create a boxer and 
choose a build (olympic 
build is best overall, 

"street" build sacrifices 
stamina and "chin" for 
punch power, military 
gives you a sturdy chin at 
the expense of stamina and power). You can even 
change the skin colour of your boxer. After that, 
allocate power points to each of your moves, then 
you're ready to go! 


MAKING AN EXHIBITION OF YOURSELF 

If you don't fancy a long-term sparring career, 
just have an exhibition match. Choose a boxing 
great for yourself and then face off against 
another legend. After a great deal of punching 
and some strategic blocking, the game is over. 


(ABOVE) Hold still...almost there...got 
it! The careful and precise art of nose 
hair removal can be made even more 
precarious whilst wearing boxing 
gloves. Uuuunnngghhh! 


(ABOVE) I feel like chicken tonight... 


COMMENT 


I like noth¬ 
ing better 
than a 
decent 
multi-play¬ 
er beat 'em 
up - it gives 
me the 
chance to 

GARY iET" 

Graham Mangion at yet 
another combat title. 
Unfortunately, I can't real¬ 
ly see this game as being 
the basis of many chal¬ 
lenges. The game is pretty 
enough, although the 
shading on the boxers is a 
bit strange. The thing is, 
it's the graphics that effect 
the playability. I'm sure I'd 
master this game a lot 
more quickly if I could see 
what I'm doing half the 
time! This isn't a bad box¬ 
ing simulation, but as an 
actual game I'm not sure 
if it cuts the mustard. 




STRATTCY 

ACTION 

CHAlllNCT 

RTTITKTS 

ORIGINALITY 


GRAPHICS 


sauna 


IASIABIIITY 


RATI UBS 


A The sprites are very large... 

▼ ...make that too large. Their sheer size 
makes It difficult to see when to strike. 


▲ A decent range of samples and faintly 
rousing musk add a little to the overall pack¬ 
age. 

▼ But not exactly In the FIFA levels of audio 
excellence. 


A It's quite fun but... 

T ...it's difficult to know exactly when to 
attack. The graphics are fust too large - you 
can't see what your opponent* up to half the 
time. 


A The range of one and two-player options 
is more than adequate to prolong Instabili¬ 
ty... 

▼ ...if you like the game to begin with, that is. 


A fairly decent boxing simulation, 
marred by a couple of fundemental faults in 
the gameplay. 


PIAYABIIITY 


HEARNS 


ROBINSON 


LEONARD 


TONEY 
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(ABOVE) 

Daddy Gargoyle prepares to 
carve the turkey. 
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(ABOVE) 

Found a key! It must be my lucky day! 
Thank you God! I'll start life afresh from 
this moment! Oh, I'm so happy! 


S tranger! Come closer that 
we might whisper dark 
secrets into your ear- 
holes! 

'Twas a dark and stormy 
night - stormy and dark 'twas, 
aye! - that night when you 
walked through the mystical 
red moon gate - aye! red and 
mystical, 'twas! - and were 
transported back to the mysti¬ 
cal alternate-dimensional 
land of Britannia - aye! mysti- 


PBISIBTATIBH 

A Clear menus. Clever conversation system. 

▼ Pauses betwwen menus are irritating. 

BBAPBICS 

A They're all right, s'ppose. 

1 Nothind terribly ambitious, though. 

SRUHR 

A Some pleasant, moody tunes. 

▼ Painful 'Rule Britannia' rendition. 

PIAYABIIITY 

A Engrossing, once you get the hang of it. 

▼ Naff graphics may turn off non-RPG fans. 

IASTABUITY 

A A ginormous quest which could well take 
months to beat. 

BYlBAll 

Not as attractive as Eye of the Beholder, 
but an excellent quest game neverthe¬ 
less. 


• BY: FCI/PONY CANYON * 

• PRICE: TBA 

• RELEASE: TBA 

• GAME TYPE: RPG 

• CART SIZE: 8 MEG 






cal and alternately- 
dimensional 'twas! 

Britannia! That land 
where you have earned 
the reputation of 
Avatar, the king's own 
hero whom he has 
called back in time of 
need to help him in his 
battle to defend 
Britannia from sinister 
qrmies of gargoyles 

who have recently risen up from their under¬ 
ground homeworld to claim the lands above. 

As you materialise in Lord British's castle, 
you're joined by your old comrades in arms, 
and it is these stout fellows who accompany 
you on your quest to save Britannia. 

TALK TO STRANGERS 

Without a clear plan you have to find out 
what to do by talking to the people you meet. 
The conversation system works by giving you a 
choice of subjects to discuss, with new options 
appearing as different topics are mentioned. 
Once you've got a plan together the real work 
begins, and you set to, looking for helpful 
items, exploring Lord British's castle and try¬ 
ing to work out how to get to the village which 
is your first port of call. 

BRAIN-EATING MONSTERS 

On your travels you come across gangs of 
wandering monsters, which have to be put to 
the sword before they overcome your band 
and eat their brains. The combat system is 
simple enough, relying on you readying a 
weapon or a spell book on the inventory 
screen, then moving your character into posi¬ 
tion and attacking or casting a spell. Select 
AUTO from the combat menu and your bloke 
automatically attacks the nearest foe. The 


computer 
also handles 
the rest of 
the party, but 
you can set 
them up to 
ready certain 
weapons or 
attack in cer¬ 
tain ways 
before you 
run into dan¬ 
ger. As you progress through 
the game the characters gain 
more weapons, armour, spells 
and skills either as spoils of 
battle or from shops or guilds. 


Compared to other 
recent RPGs such as Eye of 
the Beholder Ultima 
doesn't look too impres¬ 
sive, but beneath the fas¬ 
cia of duff character 
graphics and menus 
there's a saucy lover of a 
role-playing game with 
heaps of intelligent plot 
and character develop¬ 
ment. The fun isn't as 
instant as in titles like 
Zelda or Mana, but for 
anyone prepared to sit 
with a game night after 
night, making slow but 
sure progress through the 
quest Ultima is an excel¬ 
lent purchase. 
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If the hat 

fits. NUT 


SOMETHING 

with it 



Smash bang Wario's 
back. Yes. that short 
fat evil guy from 
Super Mario Land 2 
is back with a 
scheme of great 
scheminess. 

To steal all the 
treasure from the 
Kitchen Tool pirates, 
to pay for a castle 
so 'appenin' Mario 
will be gutted. 

There are 40 lev¬ 
els to get through, 
so even with a bat¬ 
tery backed memory 
and a pile of hats 
that give him new 
powers, you'll still 
find it a hard nut 
to crack. 



Ninfamous 

N i n s a n e 


(Nintendo) 

The latest release on 
Game Boy price £24.99. 
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KIRBY Z5 STILL GOD 


Dear SEAL, 

I agree with Stuart Windows who wrote in Issue 20 about the Kirby 
monuments. The Prime Minister has lots of money from our taxes but 
he only uses it on himself. Anyway, people all around Britain are not 
bothered with Kirby and anything to do with him. I think they are sad. 
In my region I'm the only one who knows about Kirby and the rest 
don't even say his name. I must be living in a zombie region. As for 
that advertisement with Rik Mayall. I mean who does he think he is 
insulting Kirby like that? Kirby should have ate him, destroyed him 
and spit him out again instead of letting him run away. I think the 
advertisement should be banned. 

It's a good thing you wrote to the Prime Minister. One of these days 
the people who don't believe in Kirby will get a real smacker. So Kirby 
should carry on forever. 

HOORAY FOR KIRBY! 

JIGNESH PATEL, West Bromwich , West Midlands 

PS Your mag is great and should run on forever. 

SEAL: Why are you writing to me? Get those protest letters off 
to the Prime Minister now! Remember, I'll be printing the best 
letters and dishing out some serious stars - especially if they 
get a reply. It's time we stood up and gave Kirby his rightful 
place in history. STOP MUCKING ABOUT AND GET THOSE LET¬ 
TERS OFF NOW! 

MA70R Iff KIRBY DEBACLE 


Dear SEAL, 

This is a copy of the letter I sent to the Prime Minister. (I did not get a 
reply). 

Dear Prime Minister, I stand on behalf of all Nintendo gamers. Can 
you please spare us a small favour? It's about Kirby the fabulous 
Nintendo character. It will cost you a small price in money and it will 
gain you a lot of respect for us all. All we want is for you to put a 
small amount of your money into making statues of Kirby and place 
them in most cities and towns of Great Britain or even some countries 
of the world so everyone can see how great Kirby really is. 

KYLE HARDING , Southport , Merseyside 
★★ 

SEAL: No wonder you didn't get a reply, with a crawly letter like 
that. Honestly, do I have to do everything myself? Here's a 
copy of one of the letters I sent to Downing Street - this is much 
more like it: To: The Prime Minister, 10 Downing Street, 


ANOTHER MONTH PRlNGS A VERITABLE GOODIE PAG PACKED FULL OF Y00R 
INTERESTING MISSIVES. IN FACT, THATS A PIG LIE. DOES THE NMS 
READERSHIP HAVE NOTHING PECENT TO TALK APOOT? THIS IS YOOR FOROM 
- THE OPPORTUNITY FOR YOU LOT TO INPULGE IN LEARNED DISCOURSE*. TO 
RISE APOVE THE SAVAGE ANP ACHIEVE ENLIGHTENMENT. WILL, SORT OF. 
STILL, IPS G00P TO SEE MY KIRPY MONUMENT CAMPAIGN GAINING 
MOMENTUM* WRITE TO JOHN MAJOR NOW/ OR, ALTERNATIVELY, WRITE 
TO ME AT SEAL'S BULGING SACK, NMS PRIORY COURT, 
50-32 FARRINGPON LANE, L0NP0N, ECIR 3AU. 



(ABOVE) Super Street Fighter action 
from the pen of James Dallison. 
(RIGHT) Jeremy Taylor (lots sent in) 
also has a preference for Red Indians! 



London. URGENT! Dear PM, Call yourself a Prime Minister? You 
couldn't organise a kiss up in a dating agency. Now you'd bet¬ 
ter get a grip on this Kirby business a bit quick or I'm going to 
come round and give you the rough edge of my machine gun. 
Forget all this economy rubbish and all that crap about trying 
to get re-elected: no one's going to vote for you unless you get 
those Kirby statues up in every town, and a bit sharpish too. 
Frankly, I've had enough of all this flapping about. I don't pay 
my taxes so that you can sit about reading NMS all day. Get out 
there and get Kirby up where everyone can see him! There's a 
few statues you could recycle to save a bit of cash - that fat 
bloke Churchill, for example. All you'd have to do is snip off the 
cigar and his statue could be turned into Kirby in five minutes! 
What's wrong with you, man? Stop running the country and 
start doing something important before I lose my temper and 
vote Monster Raving Loony Party - they'd get those statues up 
faster than you can say "I resign!" Pull yourself together man! 
Yours furiously 
SEAL 

PS Ask Norma what she thinks. I bet she reads NMS and 
agrees. 


ZELDA IMBECILE WRITES 


Dear SEAL, 

I HATE ZELDA for Game Boy. After seeing your review and the praise, 

I instantly rushed out to buy a copy. After playing it for two days I 
found my sword. After a week I defeated Moldorm. After three weeks I 
defeated Bottle Grotto and after five weeks of playing I completed the 
Key Cavern. Then I gave up. It's too frustrating, aimlessly wandering 
around, a bit boring, a waste of money, too difficult and too 
unsmooth in action. The only thing good about it is the graphics and 
responsiveness. NO THANKS. I'd vote for WarioLand instead. 

I HATE ZELDA. I DOOOOOOO! From a person who thinks Zelda is 
sad and crap. Godawful. Waste of cash. Hope those who actually like 
it(!) rot in Kipper Country. 

EBEN SKILLETER, Hornchurch , Essex 

PS Kirby and Mario are cool! They arrreee! At least I'm honest in my 
opinions. 

PPS Sorry about not liking Zelda. 

SEAL: I HATE EBEN SKILLETER from Hornchuch! After getting his 
letter, I instantly rushed to open it and after reading it for two 
seconds I found it was crap. After three seconds I got bored 
and after five seconds I wanted to lie down. I give up. He's too 
useless, aimlessly writing drivel, very boring, a waste of time, 
too annoying and too uncool generally. The only thing good 
about him is that he won't write again. I HATE EBEN! I 
DOOOOO! 

PS Sorry about not liking you. 


cn& 



AN IO OF LESS THAN ZERO 


OH DEAR 


Dear SEAL, 

I need help. My local fishmonger has stopped charging cash for his 
goods, and has started charging stars. I heard along the grapevine (or 
fish line, depending on how you look at it) that you are giving away 
stars to anybody. So, because we're family could you please help me 
out and send some quick - before I starve to death. 

Living in anticipation, 

TIM ROBINSON Ipswich , Suffolk 

SEAL: "Giving away stars to anybody"? What is it about people 
from Ipswich that makes them think they can get something for 
nothing. Look at their football team, for example. They still 
charge people money to watch them play. And besides, is there 
anything else in your town which is actually worth a light? 


DAVID BRIAR IN CRAP LETTER SHOCKER 


Dear SEAL, 

A few issues ago you printed my letter but you left about two thirds of 
it off. Why was this? 

DAVID BRIAR, Coventry 

SEAL: Because it was either too good to print or too crap. I'll 
leave you to decide. 

WILLIAM BLAKE LIVES 



(ABOVE) Lee Fitzsimmons con be 
proud of his epic capcom strug¬ 
gle between Haggar and 
Zangief. 


Dear SEAL, 

I hope you enjoy my poem: 

NMS is full of woe 

NMS is official Nintendo 

SEAL is a groovy fish And I enjoy every ish. 

There's Mailbag, cheats and Q&A 

There's Previews, Reviews and news of the 

day 

Every 19th I leg it down to the shop 
And get my NMS because I think it's TOP! 
ANTONI HANUS , Huddersfield 

★ 


SEAL: There is a young lad Called 

Antoni Hanus 

His letters smell bad 

'Cos he speaks from his... 


(ABOVE) Wario penned by the talented (ABOVE) Matthew Cooke's interpreta- 
Michael McGee. tion of Aero the Acrobat deserves spe¬ 

cial mention. 


Dear SEAL, 

Don't think for one measly moment that us baboons have let you off 
the hook, oh no. Listen SEAL, you green disease infected potato, I've 
seen more IQ in a kipper. Did it ever occur to you to stop sitting on 
that rock in Bognor Regis writing mindless comments that are as 
meaningful as a one-legged beetle. Why don't you swim away like a 
normal seal of your age and let Bruiser and me take over. YeslYou 
are not the only being on the planet, although you may be the only 
being with a mushroom for his best friend. Have you ever wondered 
while talking to your fungi pals that they never talk back? Do you 
know why? Have you realised why people hang signs around your 
neck saying "Toxic" and "Liberal Democrat"? This letter had better get 
printed for all the Baboon's Rights Campaigners to see or else I'll send 
Bruiser round with a sawn-off pickaxe handle. 

SMASHER THE BABOON , Tyldesley, Manchester 

SEAL: Baboons are stupid, smelly, ugly primates. And you and 
your "friend" willingly own up to belonging to that species. 

Thus proving my point. I rest my case. 

HALLUCINOGENIC STREET FIGHTER 


Dear SEAL, 

I have a very strange letter. I was in my arcade playing SF2 
Championship Edition. I was Ken and my friend was Guile. We were 
playing normally. I won the first round and my friend won the second. 
We were halfway through the third round when I did a Dragon Punch, 
but instead of doing a normal Dragon four fireballs shot out of Ken's 
hand. Please explain. 

RORY DEVITT Cork , Ireland 

SEAL: It's perfectly simple. You were hallucinating. The fairies 
from the bottom of the garden followed you up to the arcade 
and just when you did your Dragon they jumped inside the 
machine and quickly reprogrammed the code. Either that or 
you're having me on, trying to earn some stars and generally 
not doing very well. 

HALLUCINOGENIC MORTAL KOMBAT 


Dear SEAL, 

On Mortal Kombat I played the game as Sonya and I finished Liu 
Kang. When I did her finishing move I heard the sound of Scorpion 
throwing his spear. I later got beat by Sub-Zero and was Scorpion. 
When I did the spear on Sonya when I pulled her to me there was 
blood on the spear's rope. Have I found something out? Or not? 

ALEX SCOTFORD, Swindon , Wilts 

SEAL: Have you by any chance been to Cork, Ireland lately? I 
hear they've got a fabulous arcade there where anything can 
happen. Just the other day I waddled down there for a game of 
Streetfighter Championship Edition. I was Ken and my pal 
Percy the plaice was Guile. Anyway, we farted about for a cou¬ 
ple of rounds and in the third round I went to do a Dragon 
Punch, but instead of doing the Dragon Ken turned round and 
said: "Nice day, to be sure" before four fireballs shot out of his 
backside. Incredible! 

MOST PATHETIC LETTER EVER? 


Dear SEAL, 

This is SEALETTE here, just dropping a fishy note to say "Flap a flip¬ 
per." I thought I would write as correspondence is poor for a lone 
female seal on the Thames. Sometimes I wish that I had stayed with 
my family in the Humber Estuary. They said: "Don't do it, girl. London 
streets aren't paved with haddock, y'know?" But did I pay attention? 
No. Anyway, here I am trying to make an honest living - but you 
wouldn't believe the difficulty I have to go through for job interviews. 
Discrimination or what? So I'm a Seal! What difference does that 
make? I'll have you know I'm pretty good on the computer, even if I 


CZZ3 





only have flippers. How did you manage to get your job? Were there 
many others? It's just so trying. Ah well, I can only try. Well, I won't 
keep you any longer. Ark ark for now, I've got to splash - another rot¬ 
ten fish of a job interview. 

Lots of love 

HARPY THE HARP SEAL , Stony Cove, Under London Bridge 

NO WAY DOES THIS GET EVEN HALF A STAR 

PS Have a kipper on me! If you don't mind me saying, I think 

they picked the right Seal for the job! 

SEAL: I don't know about "Stony Cave, Under London Bridge"... 
you've obviously spent too long in the hallucinogenic arcade of 
doom. A full lobotomy is my recommendation. 

X DON'T LIKE COMBAT GAMES MUCH 


BUT WE N EVER HAD YOB 

Dear NMS, 

I used to buy your mag until you got rid of YOB, the charts and the 
Nindex, yet I was round my mate's house and he just happened to 
have issue 20 of your mag. To my amazement in the Q&A section 
there was a letter about how you had got rid of the charts. It was like 
reading my mind. I know of at least 10 people who have stopped buy¬ 
ing your mag because you have got rid of some of your best sections - 
charts and Nindex. 

PAUL HOBSON , Tewkesbury , Gloucs. 

★★★★★ 

SEAL: While Paul Hobson and his sad bunch of "friends" desert 
NMS, millions more flock to our banner, attracted by the excel¬ 
lent wealth of news, previews and reviews that we put in place 
of the crappy old charts and repetitious Nindex. 

SHOULD X BUY PROTECT REALITY 7 


Dear SEAL, 

I have a Super NES and Game Boy and I was thinking of getting a 
Project Reality machine. I know that it will come out around the year 
1 995 and cost around £200 so when it comes out should I sell my 
Super NES and Game Boy for it? Will it have any good games or will it 
be a big flop and waste of a Super NES and Game Boy? Would I need 
a new kind of monitor for the Silicon Graphics? If so, could I play the 
Super NES on it or would it just be there for Project Reality? Keep up 
the good work. 

RICHARD CARRUTH, Gunnislake , Cornwall 

SEAL: If you've got a question, write to Q+A. Only a select few 
people outside of Nintendo have seen anything to do with 
Project Reality, so I couldn't answer your questions even if I 
wanted to. My crystal ball's a bit murky at the moment, you see. 


Dear SEAL, 


KXPPER (CORNER 


After reading the rather excellent Battle Book you gave away with 
issue 20, I was immediately impressed with your mag. However, I 
want to complain. Not about your mag, but the plague of one-on-one 
beat 'em ups on the Super NES which sadly (with some exceptions) 
are crap. All the better ones don't offer enough variety to justify pur¬ 
chase either, since if you can "do" a Dragon Punch or Fireball on 
Turbo there's no reason why you can't execute the special moves on 
Clayfighter or World Haroes. Just because Turbo is extremely popular 
it doesn't mean that software producer can't change the actual format 
(ie best of three rounds). Although you can argue that all the moves 
are different in each game, a fighting game is a fighting game and 


Dear SEAL, 

I have just thought of a great idea. You know the way you have 
SEAL'S Mailbag for all the great pictures and drawings? Well, what 
about having a Kipper's Mailbag as well, for all the totally crap draw¬ 
ings and letters. What do you think? 

CONOR McGRATH , Belfast Co Antrim 

PS I'm not going to say your Mailbag is cool because everybody 
already knows it is! 

★★★★ 



based on one subject - fighting. So, Mr Nintendo, are the Super NES 
owners wHo paid for the software asking too much when demanding 
a more original game? 

GANETH TANG , Harlow , Essex 

★★★ '• 


SEAL: Welcome to Kipper Korner, the bargain bin of letters a lit¬ 
tle past their sell-by date. OK, so they pong a bit - but boil them 
up and the cat won't be able to tell the difference! Whose going 
to give me tuppence for 'em then? How about you madam? 

That's right, you with the blue 
■ rinse and the shopping trolley. 

I Take 'em home and give 'em to 
the old m °n. With a bit of luck 

Vfl I they might finish 'im off. Arf, arf, 

* I'm a Come on 

^ ladies. I'm givin' 'em away at this 

f price. Don't push, plenty for 

Wr \ M everyone. Two paaand? That'll 

1 be a quid. Nice one. Ta. 

A I 

W / ' 

BBBH IF YOU'RE SENDING OS ART, HE 

^ THE WORD'S OF SEAL'S LITTLE ART 

(ABOVE) Paul Jamieson is clearly influ- HELPER, GARY. ANP WE THEM 
enced by the epic Hudsonsoft hero. COLOURS N|CE ANP FRIGHT/ B'PYE/ 


PS Keep up the good work. 

SEAL: Crikey, a letter with a 
well argued point... what is 
the world coming to? Well, 
eventually combat games 
aren't going to be as popu¬ 
lar, so the software compa¬ 
nies won't release as 
many... so that should 
make you happy. 
Unfortunately, judging 
from history, the genre will 
be replaced by another (eg 
shoot 'em ups) and we'll 
have millions of those all 
the time. Cynical, I know, 
but there we go. 


(ABOVE) Samurai 


0Wn in °rt shocker! 















WON! 


Gametek - the software house responsible for the ice-cool Spectre 
with the Ministry of Defence in which the dreams of six lucky readers b< 
reality! Sitting behind the console of a tank battle simulator, the winne 
ble competition will know exactly what it's like to take part in a full-blo> 
cise - minus the risk of course. (If only real war were like this.) \ 


DRIVE A VIRTUAL TANK! 


Of course Gametek can't let just anybody benefit from such an exclu\ 
sive deal, so they've asked the readers of NMS to design 'The Tank o£ 
the Future.' This can mean absolutely anything! In fact, because 
Gametek are such fun-loving people, NMS would like you to make \ 
^pjc^rdesign as hilarious as possible - otherwise someone could design \ 
a rubbishy tank that fires Nuclear War-heads and the competition 
would be over very quickly indeed! 


Entries should be no larger than A3 and reach NMS no later than 
1 ?t^ July. All the usual competition rules apply, especially the one 
wR^A^pevenf^Graham Mangion from entering. Good luck with your 
design and \lfefeok forward to seeing what the imaginations of a bat¬ 
tle-crazed youth carftfiiijgjg!: Send your design to: 


Spectre is as much to do with tactcs as it is cool 
graphics and atmospheric sounds! 
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SENSIBLE QUESTIONS? 



EADER SYSTEM 


HELP! It's 6pm on a Sunday, it's raining and the mag's a bit behind time. Great. 
All I need to cheer me up is some saddo asking why Vega is called Balrog. Still, 
you can't have everything - and it has to be said that this month's batch of 
quezzies is definitely above the norm. Some of them raised some interesting stuff, 
so have a skite through and you might pick something up. Anyway, this intro is the 
last thing I'm doing today and the spuds are boiling over so I've just got time to 
give you the address to fire off your queries. As ever, it is: YOU KNOW YOU'VE 
OVERDONE THEM WHEN YOU STICK THE FORK IN AND THEY FALL APART BUT 
WHERE WOULD WE BE WITHOUT THE LITTLE BLIGHTERS? TIM'S CULINARY Q&A, 
NMS, PRIORY COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. PS George 
tells me a few people phoned in about The Outfit on VHS but I wasn't there to 
take the calls and he didn't take any details! Doh! Please call again! This is NOT a 
wind-up - I really will swap two games for first decent tape! 


JUST BECAUSE... 


Dear Tim, 

Please could you answer my questions. 

1. Will Super Streetfighter Turbo be getting a UK 
release? If so, when? 

2. What will be better: StarWing 2 or FX Trax? 

3. Do you think there is a chance of a sequel to FIFA? 

4. I heard there is going to be a follow-up to Zelda 3 
on the Super NES. Is this true? 

5. For my final question: why is your magazine the 
greatest in the world? Is it because your magazine 
has the greatest Q&A system in the world? Is it 
because NMS has the greatest gifts in the world? I 
guess this will have to remain one of the great unan¬ 
swered questions. 

STEWART CARTY Coatbridge , Scotland 


TIM: 1. Yes it will, but there's no confir¬ 
mation on any release date yet. With a bit of 
luck the game should be coming out in Japan 
at about exactly the same time as you read 
this, so we should see a UK release over the 
next few months. 2. Good question. We've seen 
FX Trax now and first impressions are good, 
whereas nobody outside Nintendo and 
Argonaut (the development house) has seen 
hide nor hair of StarWing 2. However, if 
Nintendo can deliver the goodies we've been 
hearing about (two-player Team and Battle 
modes, full 360-degree rotational control in a 
semi-VR environment etc etc) then the game 
should be head and shoulders above anything 
yet seen on a 16-bit console. 3. I haven't heard 
any rumours, although the enormous success of 
the original game (the Super NES version is 
superb) makes some sort of sequel more likely 
than not. 4. Over the past few month's we've 
heard rumours of some sort of Zelda All-Stars 
package similar to the Mario compilation cart, 
although this is unconfirmed. 5. Why ask? It's a 
fact, so just accept it. 





TRAPPED! 


Dear Tim, 

Could you please answer my 
questions? 

1. When do you rate Total 
Carnage? 

2. Are there any plans for Return 
Of The Jedi? 

3. Will there be Zelda 5 or 
Castlevania 5? 

4. Which do you prefer: Mortal 
Kombat 2 or Super Streetfighter? 

5. Is Winter Olympics any good? 
ARVID DE LANGE , 

Zwolle , Holland 


TIM: 1. Whenever we 
feel like it. 2. Oh yes. Yes, 
yes and yes again. Watch this 
space... 3. Hmm. Probably 
yes on both counts, but which 
machines they'll appear on 
remains to be seen. 4. In the 
arcades, I'd have to say MK2. 
We haven't seen both con¬ 
versions yet, so we can't 
compare them. Soon, though. 
5. It's about as useful as a 
snowball in your underpants. 





Please could you answer the following Super NES 
questions? 

1. Why are all the players' names on Sensible 
Soccer altered on all the teams as they are not on 
the Amiga version? 

2. Why aren't there as many British club teams on 
Sensible Soccer (Super NES) than there are on the 
Amiga version? 

3. Do you know the official release date for 
Sensible World Of Soccer and if it's any good? 

4. Is it worth getting Super Streetfighter when I've 
already got Streetfighter 2? 

5. Are there any cheats for Mario Kart so that you 
can use the drivers' normal weapons all the time 
(ie toad's Magic Mushrooms?) 

Thanks 

GETHIN WILLIAMS , Craig Wen, North Wales 

PS Great April Fool joke! 


TIM: 1. It's all due to to corporate U u 9 iiicm, 
lawyers, trademarks, endorsements and all 
that really boring stuff which just annoys the 
rest of us. When the Amiga version was writ¬ 
ten, soccer stars hadn't woken up to the fact 
that they could sell their names for games and 
make pots of cash. Now they have, so you're 
going to find a lot of this sort of thing happen¬ 
ing in the future. It's a shame, but there you 
go. 2. Memory restrictions. Bolting on all the 
extra clubs would have required more memo¬ 
ry chips and more cost. Would you want to 
pay an extra tenner for some more club 
teams? Thought not. 3. We haven't got a date 
yet and it's bound to be good. 4. If you mean 
the original Streetfighter almost certainly, 
because you're in dire need of an injection of 
speed and boss malarkey. However, if you've 
got Turbo I'd recommend waiting until you 
hear what we've got to say about Super. 5. 

Not that I know of. Anyway, why spoil a per¬ 
fectly brilliant game with cheesy cheats like 
that? 




NES-ESSITY 


Dear Tim, 

Please can you answer my questions for the NES? 

1. When is Streetfighter 2 coming out for the NES? 

2. Are there any good beat 'em ups on the NES? 

3. Are there any good shoot 'em ups on the NES? 

4. What is the best sports game on the NES? 

5. Will Final Fight 2 come out on the NES? 

6. Is Level 6 the last level on Mission Impossible? 

7. What should I buy: Darkwing Duck or Duck 
Tales 2? 

8. What's the best game on the NES besides the 
Mario games and the Zelda games? 9. How would 
you rate Mario 3? 

DANIEL SMELT , Yardley, Birmingham 



TIM: 1. Sadly, never. The unofficial 
and not-bad Chinese version which featured 
four characters must remain in pirate land 
forever. Shame. 2. One of two. Mighty Final 
Fight is probably the best of them. I think we 
underrated it, because it's not bad at all. 3. 
Loads. Most of them are by Konami - 
Gradius, Contra etc etc. Buy any Komani 
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NOW THE IRON! 


Oh Almighty Tim, 

Could you please answer a few humble questions? 

1. Do you have a fan club? If so, could I have the 
address. 

2. Is there a stage two or anything like that on 
Super Mario Kart? If so could you tell me how, 
pleasy weasy? 

3. Which will be better, down to the last detail: 
Super Streetfighter (Turbo and original) or Mortal 
Kombat 2? 

4. I know you are the only person to put my so 
called "friends" at rest when they say that S is 
better than NINTENDO. What do you think? 

5. What do you think of my quote: "Soon! Fantasy 
will become Reality!"' 

Yours humbly 

NAVEED AKHTAR, High Wycombe, Bucks 
PS Could you send me a signed photo¬ 
graph of yourself? 


TIM: 1. You sad man. 2. You very sad 
man. 3. We could probably fill an entire issue 
of NMS with this debate. Where do I start? On 
the one hand you've got the Streetfighter 
disciples like Gary Harrod who will probably 
name their children Zangief and Fei Long and 
won't hear a word said against The Legend. 

On the other hand you've got people like me, 
who think the Streetfighter phenomenon 
needs a fundamental overhaul to keep my 
coins out of MK2. Super Streetfighter has just 
enough to keep everyone's interest up (16 
characters, new moves, Q-sound, battle 
colours and a mystery opponent on Super SFX) 
but only just. MK2 on the other hand has more 
new features and variety than you could shake 
a very big stick at. Having said all that. Super 
wins out in terms of playability - just - which is 
why the argument will rage on and on. Why 
don't you lot write in with your views. We'll 
print the best letters in the mag and dish out 
some stars. 4. I think they should be careful 
not to drop their brain when they share it 
round. 5. I think you should join them. PS You 
very, very sad man. 


shoot 'em up on any machine and you can't 
go wrong - NES included. 4. It's not really a 
sports game, but RC Pro-Am is completely 
brilliant and if you can find it, buy it. 5. 

That's a no-no. 6. You've got me there. I 
can't remember. 7. Darkwing Duck. It's 
excellent. Very excellent, in fact. 8. Kirby's 
up there with the best of them, but RC Pro- 
Am and Darkwing Duck are among the 
other triple A titles - as you've already spot¬ 
ted. 9. As one of the greatest video games in 
the history of the world, it's beyond the 
scope of mere words. 


DOWN! DOWN! 


Dear Tim, 

Question 1: Will the Silicon Graphics computer system be an add-on to the Super 
NES via the extension on the bottom of the Super NES? 

Question 2: Are you going to give away a free video previewing the SFX games 
Citadel, StuntRace FX and StarWing 2 like Mean Machines did? 

Question 3: Is Tiny Toons 2 coming out on the Super NES? 

Question 4: If so, when will it be released? 

Question 5: Are there any plans for another Mario game on the Super NES? 
Question 6: I have tried the cheats for a level select and extra lives on Super 
Probotector but they don't seem to work. Can you help me? 

Question 7: Is Mortal Kombat 2 coming out for the Game Boy? 

Question 8: Could you please print this letter in your next issue? 

B DIVEN JNR , Renfrewshire , Scotland 


TIM: Answer 1. Very unlikely. That would be like putting a aero¬ 
plane engine inside the family car. It would go like a rocket for about three 
seconds before the doors fell off and the tyres exploded. The expansion port 
beneath the Super NES was originally designed for the ill-fated CD add-on 
Nintendo were once planning. However, I do wonder whether the port might 
come in handy for the upcoming 32-bit Nintendo VR machine we told you 
about last issue. With a ridiculously low u!20 price tag suggested, hardware 
costs have got to be saved somewhere. As soon as we hear, we'll let you 
know. Answer 2. Nice idea. It all depends on how generous Lord EMAP is 
feeling, which all depends which side of bed he got out of, which all 
depends who's on the other side of the bed which all depends...etc etc. 
Answer 3. Answer 5. For now, this will have to remain another of life's 
unanswered questions. Answer 6. I seem to remember there were a couple 
of different versions of Probotector, so yours may not be the correct cart for 
the cheats. That's life. I'm afraid. Answer 7. Given the enormous strength of 
this license, the big bucks Acclaim had to pay to get it and the success of 
MK1 on Game Boy, I'd say another hand-held conversion was as certain as 
certain could be. Answer 8. Howzat? 




BOOBY TRAP! BACK UP! 


Dear Tim, Please could you answer my 
questions for me? 

1. How much is Project Reality going to cost? 

2. Is Run Saber any good on the Super NES? 

3. Which is better: Total Carnage or Super Smash TV? 

4. Are there any plans to release TFX on the Super 
NES? 

5. If so, when. 

6. Is there going to be a sequel to F-Zero? 

7. What is the best football game on the Super NES? 

8. Are there any plans for another game for the 
Nintendo scope? 

9. I've already got Super R-Type for my Super NES. 

Is it worth getting R-Type III? 

10. When's the next Nindex guide in NMS? 
SOMEBODY,Somewhere 


TIM: 1. Nintendo insist that they can 
do it for a shade less than two hundred quid. 
Who am I to disagree? 2. It's no good any¬ 
where, let alone the Super NES. 3. Super 
Smash TV. It's brilliant. Buy it. 4. Not that I 
know of. 5. Never, far as I know. 6. Nintendo 
have said they'd like to do one. We'd like them 
to do one too, but no details yet. 7. My vote 
goes to World Cup USA '94, although it's a 
close run thing with FIFA and Kick Off 3. Any 
one of them is smart. World Cup packs in more 
excitement, FIFA is the most polished game 
and Kick Off 3 is more faithful to the sport. You 
pays your money and takes your choice. 8. 
There may be, but the world won't tilt off its 
axis when they come out. 9. Definitely. If you 
enjoyed the original, you'll love it. I did. 10. 
Good question. We'll be doing one very soon. 




BLADDERED 


Dear Tim, Please could 
you answer my questions? 

1. Will there be any good soccer 
games on Project Reality? 

2. How much will they cost? 

3. How much will the software cost? 

4. What should I get: FIFA Soccer or 
Kick Off 3? 

5. Is it worth getting World Cup 
Striker because I already have 
Striker. I hope you can answer my 
questions. 

PAUL CAIN, Minworth, 

Sutton Coldfield 


TIM: 1. Yes. I don't 
know what they are, 
but a 64-bit machine without a 
soccer game would be like a 
doughnut without the jam. 2. 
I've no idea, except to say that 
Nintendo would be barmy to 
charge more than they current¬ 
ly charge for top-of-the-range 
Super NES carts or nobody 
would buy them. 3. Haven't I 
just answered that? Why do you 
insist on wasting perfectly good 
ink? 4. Well, Kick Off's been put 
back until September so your 
choice has already been made. 
5. I don't think so, although 
people like Andy would dis¬ 
agree. But seeing as how he's 
no longer on the mag, who 
gives a damn what he thinks? 
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BIND US TOGETHER 


Dear Tim, 

Can you answer my questions? 

1. Have you had any thoughts about having binders 
so me as a reader can keep my copies neat and tidy? 

2. If you have can you tell me how much they cost? 

3. What do you think is the best joypad out on the 
Super NES? 

4. Are there going to be any more games that would 
be Multi-Tap compatible for the Super NES? 

SUWAH WONG , Daventry , North ants 



TIM: 1. Yes we have, and nice thoughts they were too. We persuaded 
Lord EMAP to open his wallet, and all that fell out was a moth because 
he'd left his money at home so we had to put the idea on hold. If there's suffi¬ 
cient demand, we might have another go at the old duffer! 2. Try watching Blue 
Peter for cheap and easy ideas - only make sure your Grandma's out of the 
room, OK. 3. NMS is sent every joystick and joypad under the sun to test, but 
we've found you just can't beat the originals. But if you absolutely must upgrade 
then Capcom's Arcade Power Stick is your most affordable best bet. 

4. Super Bomber Man II, for one. Any sports game worth its salt should be Multi 
Tap compatible from now on. 




ID HAVE TO... 


Dear Tim, j 

Please will you answer my questions _ 

as I didn't have much luck last time I ( ; p V - ~ =. 

wrote. T ; • ! 

1 . On Mario Kart I have got 1 '06'58 j : 

with Mario on Mario Circuit 1 . Is this f \ 

any good? | k 

2. I have just bought NBA Jam for the ** J ~ 

Super NES. Are there really 64 differ- * ^9^ 

ent dunks? ’ ^ ^ 

3. I completed it on easy with my 

initials as RAC. Now I want to try on -—-—___ 

normal. Will I have to change my initials? 

4. In some sad mag they said that Super Streetfighter was recently tested at 
Nintendo UK and it would be too expensive as it's a 32-meg cart. Is this true? 

5. In July I'm going to America. Will the games be a lot cheaper over there? 

6. I want my next game to be a platform. What is my best bet other than Mario 4 
and Mario All Stars? 

Many thanks 

ROSS COWLING , Harlingfon , Beds hh 


TIM: 1. Not bad. Not bad at all. 2. If that's what it says, there prob- m ■ 
ably are. I haven't seen them, though - a little chin spinning, perhaps? 3. 
Only if you want to change your name. May I suggest Thomas Ivan 
Tomkinson? 4. Of course not. Did you really think that mag knows what it's 
talking about? 5. Some. But not a lot. 6. If you want a cutey. I'd go for Tiny 
Toons or Rainbow Bell Adventure - both are brill. However, the new king of 
platformers is Metroid. METROID! METROID! METROID! 
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AN NBA JAM? 


Dear Tim, 

Will you please answer these questions? 

1. My brother's friend says that the PS-X is the same 
as Project Reality. Is he right or wrong? 

2. Which should I get: Super Tennis or NBA Jam? 

3. In NBA Jam can you pick Shaq O'Neill? 

4. My friend Richie says that WWF Wrestlemania is 
good (well, brilliant). Should I give it a go? 

BRIAN GAHAN, Dublin , Ireland 


TIM: 1. Surprisingly your brother's 
friend is not so mistaken after all. Nintendo 
and Sony had planned to develop a new 
games machine - Sony would build it and 
Nintendo would handle the games production 
and marketing. Somehow the scheme fell 
apart round about the time when Silicon 
Graphics said "Hey, we can do better!" Sony 
carried on developing their machine without 
any input from Nintendo and PS-X was born. 
Interesting, eh? 2. They're both cool Brian, it's 
just a matter of which sport you prefer. 3. 
Nope. 4. Yes - if you're a WWF fan. Otherwise 
Muscle Bomber rules supreme! 







PUT IT DOWN! 


Dear Tim, 

Please could you answer these questions? 

1. In the WWF Royal Rumble instruction booklet it 
says about 14 people are in the Royal Rumble. Is 
this a cheat? If it is, please tell me. 

2. Is there a WWF3 on the way on the Super NES? 

3. Shall I buy NBA Jam or wait for Super 
Streetfighter? 

4. Which is better: Super Streetfighter or Mortal 
Kombat 2? 

5. Do you reckon I should sell Streetfighter Turbo 
for £25? 

NICHOLAS SNELL Bromley 


TIM: 1. Maybe you're confusing 
with the game. In the real thing about 14 
WWFers pile into the ring for a mass scrap! 
Doing that on the Super NES would require 
feat of software engineering beyond 
human mind. 2. No details yet. 3. If 
afford it, buy NBA Jam now. Wait for 
tell you whether or not Super Streetfighter is 
worth the cash. 4. Mortal Kombat II. However 
Super Street Fighter <l>Turbo <P>trashes 
everything! 5. If you're bored with it, sell it. At 
that price you should find plenty of takers. 





















COMPUTER AND VIDEO GAMES. OUT ON THE 1 5TH EVERY MONTH, AND ONLY £2.25. 














THERE'S SO MUCH HAPPENING IN THE WONDERFUL 
WORLD OF CONSOLES AND GAME RELATED MALARKY 
THAT TVE MANAGED TO WANGLE TWO, COUNT 'EM, 
PAGES WITH WHICH TO SHARE MY FASCINATING 
GAME BASED FACTS TO YOU, OUR DEAR READERS. 

SECRET CHARACTER 
REVEALED 

Art of fighting 2 is the hottest new arcade 
thumper around and just to make it even more 
exciting we've discovered a secret hidden 
character lurking at the end of the 
game. It's none other than Geese 
Howard from Fatal Fury! To be able 
to fight him you have to beat all the 
other opponents without losing a sin¬ 
gle round. Geese has attacks similar 
to the ones he used in Fatal Fury 
Special as well as some incredible 
new moves that make him one 
tough dude. Check out the screen- 
shots! 




FANCY ONE? 

The classic PC Engine game Bonk is to make its 
Super NES debut early next year. The game fea¬ 
tures the exploits of a cranially enlarged caveman 
whose mission in life is to wander through level 
after level of madcap prehistoric mayhem whilst 
'bonking' (headbutting to you and me) dinosaurs 
and alien beings to death! To aid 
him in his quest Bonk has the 
ability to transform into weird 
bonk-like mutations which will 
grant him special powers such as 
the ability to scale rock walls with 
his teeth! If this sounds like your 
idea of fun then keep your peep¬ 
ers peeled to these pages for 
more details soon. 


ARE YOU A JELLY 
BOY TOO? 

Whether you played the original 
game or not you'll want to keep 
your eyes peeled for the upcom¬ 
ing Jelly Boy 2 on the Super NES. 
The game features six different 
jelly characters, select one and 
guide it through umpteen levels 
of smart platform action across 
Jelly Land!. The game has fab 
graphics and we'll have more 
news next month. 


WE'VE GOT DESIGNS ON MEGAMAN! 

Hundreds of kids in Japan are, yet again, scribbling down their entries 
for Capcoms' third 'Design a Villain for Megaman' competition. This 
time it's for Megaman 7 on the Super NES! The eventual winners will 
not only have their masterpiece appear in the game but their name 
featured in the credits as well! Scharoink! 


HURRY UP YOU 
NOSSER! 

I've been waiting for old 
Nosferatu for donkeys' years and 
thanks to Seta it will be available 
in all good Super NES stockists 
this September. The game is sim¬ 
ilar to Prince of Persia but the 
Jaffar and his Arabian minions 
have been replaced by undead 
nasties who are out to prevent 
our hero from destroying the evil 
Dracula! Can't wait, Sharoooo! 


CAPCOMAREATIT 
AGAIN! 

Just when you think you've seen 
the last horizontally scrolling beat 
'em up along comes Alien vs. 

Predator from Capcom which, 
unlike previous efforts such as 
Dungeons and Dragons, is actu¬ 
ally quite smart. Why? Well 
apart from featuring the great¬ 
est big-screen creepies ever 
invented it's also an excellent 
game to play. It's not the most 
original of games but cool 
graphics, some scary effects 
and the chance to blow the 
cods off loads of Aliens more than makes 
up for it. Look out for it at an arcade near 
you shortly. 
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SNUCKFROM 

NOWHERE 

One of the toughest parts of 
Super Ghouls and Ghosts was 
trying to get past those red gar¬ 
goyle creatures who managed to 
avoid all your weapons then 
smack you in the cods as you ran 
away. Now these little blighters 
are all set to star in Capcom's 
newest 16 meg action/RPG ten¬ 
tatively titled Deamon's Blaze. 
The game has some monstrously 
wicked graphics but I've no idea 
what the game is about. If this is 
your cup of tea keep yourself 
posted to these pages over the 
next few months for more info. 


THE BIG GUNS ARE IN TOWN 

While we all wait patiently for Pocky and Rocky 2 why not look for¬ 
ward to the Wild West based delights of Natsume's other Super NES 
offering entitled Wild Guns. The game is very similar to the old Blood 
Brothers coin-op in which you manouever a cowboy (or cowgirl) left 
and right across the screen whilst blasting everything that moves using 
crosshairs to target the enemy. Unlike Blood Brothers though the ene¬ 
mies in Wild Guns have more in common with Terminator than John 
Wayne and you'll find yourself up against a motley assortment of 
robotic cowboys, indians and horses! Wild Guns is only 30% complete 
so it'll be quite a while before you can saddle up for sensational six- 
shooter frolics. More news soon. 


FIRST SUPER NES 
PICS OF FATAL FURY 
SPECIAL 

While you feast your eyes on 
these exclusive pics of Fatal Fury 
Special I can tell you that the 
game is definitely going to be a 
whopping 32-meg cartridge as 
rumoured last month. If this 
doesn't get you drooling the 
game will also feature more 
characters, more moves, more 
detailed backgrounds and even 
better sound than Fatal Fury 2. I 
can't stand it! 




MULTIPLE METRO ID 
MALARKEY! 

If you want to see all that Super 
Metroid can really offer then 
you'll have to complete the game 
in under three hours for a rather 
revealing ending which features 
Samus Aran taking off most of 
her kit! Unfortunately there's 
nothing more to see should you 
finish the game in under two 
hours but the surprises don't stop 
there. At the end of the game, 
during the planet's self destruct 
sequence, you are given the 
opportunity to rescue the friendly 
Dachola and the Etecoons. To 
save them you must take a 
detour to the room where you 
first located the Bomb. Once 
inside blast a hole in the wall to 
set them free then leg it back to 
the ship to complete the game. 
During the end sequence watch 
out for their ship leaving the 
planet. FJurrah for humanity! 


WHO HELL HE? 

Everyone's heard about the new 
character in Super Street Fighter 
Turbo but do you know how to 
fight him? If you want to chal¬ 
lenge Akuma (whose name 
means evil in Japanese) you must 
not lose more than three rounds 
until you reach the last boss, 
Akuma will then appear and pro¬ 
ceed to duff up Vega before 
challenging you to a fight. 

Akuma has moves similar to Ken 
and Ryu, these include a multiple 
air hurricane punch, a flaming 
hurricane that hits three times 
and a new move that allows 
Akuma to pass through objects, 
yourself included, thus avoiding 
your attacks! This guy is tough! 


Until next month, fact fans... UP YER KILT! 




« THE GAMING WORLD! 

■ (MMS) 
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TAKARA 


I f there's one thing the 
Neo Geo is famous for, it's 
fighting games. Around 
80% of the games available 
for the system consists of 
two blokes beating the pulp 
out of each other using a 
vast variety of special 
moves. Such is the case with 
Art of Fighting - a bang-on 
Super NES conversion of the 
Neo Geo original. 

The game consists of 10 
particularly hard charac¬ 
ters, with names like Ryo 
and Robert and the like. 
Each is armed with a variety 
of attacks, some of which 
(the "special" moves, if you 
will) use up inner strength 
(which is replenished by 
meditating - which also 
leaves you open to attack). 
However, the thing that 
really sets this game apart 
from others of the ilk is the 
scaling factor. When the 
opponents stand a far dis¬ 
tance apart, the action 
zooms back in order to 
keep both sprites on screen. 
When you're up close, the 
camera zooms straight in, 
providing an excellent view 
of the fist-related carnage. 
Of course, Art of Fighting 
isn't as great as the awe¬ 
some Street Fighter II: 

Turbo. However, it does 
provide a most amusing few 
rounds of combat. Still, this 
situation could change 
should Art of Fighting 2 
appear. We're all BIG fans 
of the arcade version of this 
incredible combat game 
and it could well see off all 
the competitors out there, 
including the forthcoming 
Super Street Fighter 2... 
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SUPER NINTENDO DEALS 

ALL GENUINE UK VERSIONS 
SUPER NES MARIO ALL STARS PACK 
WITH SUPER MARIO 1, 2 AND 3 
AND LOST LEVELS AA 

GAMES. 1 CONTROL PAD. ■ l^«77 
FREE SCOPE 6 LIGHT GUN AND 6 GAMES 


SUPER NES STARWING PACK WITH STARWING AND 1 CONTROL PAD .95.99 

SUPER NES FIFA SOCCER PACK WITH FIFA SOCCER AND 1 CONTROL PAD ...114.99 

NEW LOWER PRICE 
SUPER NES STREETFIGHTER TURBO PACK 
. WITH STREETFIGHTER 
OC OQ TURBO AND ONE 

****** CONTROL PAD 

FOR A PIXEL PERFECT PICTURE 
CHOOSE A SCART TELEVISION 






CONSOLE SALE - SUPER NES GAMES FROM 17.99 



SUPER MARIO KART 

33.99 


PGA TOUR GOLF 

19.99 


SUPER BOMBERMAN MORTAL KOMBAT 

35.99 32.99 



NINTENDO SCOPE 6 
LIGHT GUN AND 
6 GAMES.39.99 

OR FREE WITH EVERY 
SUPER NES MARIO 
ALL STARS PACK 

(WHILE STOCKS LASTS) 


FREE 16-PAGE COLOUR 
CATALOGUE - JUST ASK 


SONY KVM1400 14” 
FSTCOLOUR 
TV/MONITOR WITH 
REMOTE CONTROL. 
60 CHANNEL TUNING, 
REAR SCART INPUT, 
HEADPHONE SOCKET, 
TWO POSITION TILT, 
BLACK TRINITRON 
SCREEN, LOOP AERIAL. 

FREE SCART LEAD 

(STATE AMIGA. ST. MEGADRIVE. CD32 OR SNES). 

SONY TV (GREY) .194.99 

SONY TV (WHITE) .194.99 

SONY TV WITH FASTEXT 244.99 

SUPER NES EXTRAS 


ROCK & ROLL RACING NHLPA 93 ICE HOCKEY JOHN MADDEN ‘93 

37.99 24.99 19.99 


WORLD BASKETBALL 

17.99 


r SUPER NES GAMES • = NEW GAME 

ADDAMS FAMILY.29.99 

ADDAMS FAMILY 2 ■ 

PUGSLEY’S SCAVENGER HUNT...29.99 

ADVENTURES OF DR. FRANKEN .34.99 

AERO THE ACROBAT .39.99 

AGURI SUZUKI FI RACING .29.99 

ALADDIN .41.99 

ALIEN 3 .43.99 

ALIEN VS PREDATOR •.38.99 

ASTERIX.39.99 

B.O.B.29.99 

BARKLEY SHUT UP AND JAM1 ♦.. .32.99 

BATMAN RETURNS .26.99 

BATTLETOADS IN 

BATTLEMANIACS .29.99 

BOXING LEGENDS OF THE RING .41.49 

BRETT HULL ICE HOCKEY .49.99 

BUBSY BOBCAT.33.49 

BUGS BUNNY .41.99 

CAL RIPKEN BASEBALL .39.99 

CAPTAIN AMERICA.39.99 

CHAOS ENGINE •.43.99 

CHESSMASTER .37.49 

CHUCK ROCK .24.99 

CLAYFIGHTERS .41.99 

CLIFFHANGER.29.99 

COOL SPOT .37.99 

CYBERNATOR.34.99 

DAFFY DUCK • 

THE MARVIN MISSIONS.39.99 

DENNIS .29.99 

DESERT FIGHTER .39.99 

DESERT STRIKE .39.99 

DRACULA .24.99 

DRAGON •.40.99 

EQUINOX .39.99 

FI POLE POSITION.39.99 

FIFA SOCCER 

FIFA SOCCER .36.99 

FIRST SAMURAI . 

FLASHBACK. 

FLINTSTONES • . 

GP1 . 

INCREDIBLE CRASH DUMMIES 

INCREDIBLE HULK* . 

JIMMY CONNORS 

PRO TENNIS TOUR. 

JOHN MADDEN 93. 

JUNGLE BOOK* . 


.39.99 

.39.99 

..34.99 

.43.99 

.42.99 


JURASSIC PARK. 

KEVIN KEEGAN PLAYER MANAGER . 

KICK OFF 3 . 

KING ARTHUR'S WORLD . 

KRUSTY'S FUN HOUSE. 

LAMBORGHINI. 

LEGEND OF THE MYSTICAL NINJA . 

LEMMINGS. 

LEMMINGS 2. 

LETHAL ENFORCERS 

(WITH LIGHT GUN) . 

LOST VIKINGS . 

MARIO ALL STARS. 

MARIO PAINT WITH MOUSE. 

MECHWARRIOR . 

MEGA MANX*. 

MEGALOMANIA . 

MICKEY'S MAGICAL QUEST ... 

MIGHT AND MAGIC 2. 

MORTAL KOMBAT . 

MR NUTZ . 

MYSTIC QUEST . 

NBA ALL STAR CHALLENGE ... 

NBA JAM . 

NFL FOOTBALL . 

NHL ICE HOCKEY ‘94. 

NHLPA 93 ICE HOCKEY . 

NIGEL MANSELL’S 

WORLD CHAMPIONSHIP . 

OUTLANDER. 

PACATTACK* . 

PEBBLE BEACH GOLF . 

PGA TOUR GOLF. 

PINBALL DREAMS . 

PINK PANTHER . 

PLOK . 

POP N’TWINBEE . 

POP 'N TWINBEE - 
RAINBOW BELL ADVENTURE... 

PRINCE OF PERSIA . 

PUSH OVER . 

R-TYPE 3 . 

RENANDSTIMPY . 

ROAD RUNNER (LOONEY TUNES)... 

ROCK AND ROLL RACING . 

RYAN GIGGS CHAMP SOCCER . 

SENSIBLE SOCCER . 

SHADOWRUN . 


.39.99 

..40.99 


..44.99 

..39.99 

.19.99 

.34.99 

...38.99 

..38.99 

.39.99 

.64.99 
.33.49 
.39.99 
,.49.99 
.43.99 
.32.99 
.43.99 
.41.49 
.53.99 
.32.99 
.36.99 
.33.49 
36.99 
50 99 
.40.99 
.41.99 
.24.99 

.33.49 

.42.99 

.32.99 

.41.49 

.19.99 

.36.99 

.41.49 

.33.99 

.34.99 

.38.99 

.34.99 

.24.99 

.47.99 

.43.99 

.34.99 

.37.99 


.40.99 SIM CITY.. 


SIM CITY 


SKYBLAZER.3 

SMASH TENNIS*.40.99 

SOCCER KID.39.! 

SPACE ACE .44.! 

SPECTRE*.36.! 

SPEED RACER* .32.99 

SPEEDY GONZALES .41.99 

STARWING .1! 

STREETFIGHTER 2.34.99 

STREETFIGHTER TURBO.32.99 

SUNSET RIDERS.26. 

SUPER BOMBERMAN (4 PLAYER GAME) .35.99 

SUPER CASTLEVANIA 4 .37. * 

SUPER EMPIRE STRIKES BACK...50.99 

SUPER GOAL .29.99 

SUPER JAMES POND.35.99 

SUPER KICK OFF .37.99 

SUPER MARIO KART.33.99 

SUPER MARIO WORLD.36.99 

SUPER METROID * .41.99 

SUPER NBA BASKETBALL 37 99 

SUPER PARODIOUS 32.99 

SUPER PROBOTECTOR .37.49 

SUPER PUTTY .44.99 

SUPER SMASH TV .24.99 

SUPER STAR WARS 40 99 

SUPER STRIKE EAGLE.42.49 

SUPER WWFWRESTLEMANIA 24.99 

TAZMANIA.3999 

TEENAGE MUTANT HERO TURTLES • 

TOURNAMENT FIGHTERS.49.99 

TERMINATOR 2 - ARCADE GAME .43.99 

TINY TOON ADVENTURES - 

BUSTER BUSTS LOOSE .26.99 

TOP GEAR 2 .41.99 

TOTAL CARNAGE .39.99 

TROLLS .32.99 

ULTRAMAN .19.99 

UTOPIA .36.99 

WARPSPEED .29.99 

WINTER OLYMPICS .44.99 

WOLFENSTEIN 3D .44.99 

WORLD CLASS RUGBY.39.99 

WORLD CUP STRIKER .50.99 

WORLD CUP USA ‘94.42.99 

WORLD LEAGUE BASKETBALL .17 99 
YOSHI’S SAFARI (SCOPE 6 GAME) .34.49 

YOUNG MERLIN .47.99 

ZELDA 3 - LINK TO THE PAST.33.99 

ZOMBIES .40.99 

ZOOL .36.99 



GAMEBOY WITH BATTERIES...39.99 

GAMEBOY WITH TETRIS AND BATTERIES 
+ SUPER MARIO LAND GAME.57.99 

GAMEBOY PINBALL DREAMS PACK 
WITH PINBALL DREAMS GAME AND 
BATTERIES .53.99 







DRAGON SPEEDPAD 
(WITH AUTOFIRE) 

9.99 

FREEWHEEL 
STEERING 
WHEEL 

PLUGS INTO JOYPAD PORT 
SUITS MOST DRIVING GAMES. 

22.99 

LOGIC 3 
LOGIPAD SN 
FULLY MICROSWITCHED 
JOYPAD. WITH AUTO FIRE. 

13.99 

NINTENDO 
CONTROL PAD 

15.99 
PHASE 9 

OBLITERATOR WITH 
AUTOFIRE (2 SPEED) AND 
SLOW MOTION 

11.99 

QUICKJOY SN PROGRAM PAD 
PROGRAMMABLE JOYPAD 
HOLDS UP TO THREE PRESET 
MOVES IN MEMORY. IDEAL 
FOR SPECIAL MOVES USING 
MORE THAN ONE BUTTON 

19.99 




_ 

' 24.99 

PHASE 9 
PHANTOM 2 
JOYPAD. CLEAR DESIGN, 
LARGER SIZE PAD WITH 
AUTOFIRE AND SLOW MOTION 
12.99 
LOGIC 3 


QUICKJOY SN 

PROGRAMMABLE JOYSTICK 
WITH AUTOFIRE AND SLOW 
MOTION. 




PHANTOM SN WITH 
AUTOFIRE AND SLOW 
MOTION (MICROSWITCHED) 
16.99 


QUICKJOY SN PROPAD WITH 
SLOW MOTION AND 2 SPEED 
AUTOFIRE 
12.99 


GAMEBOY GAMES 

ADVENTURE ISLAND 2.19.99 

ALFRED CHICKEN .23.99 

BALLOON KID.19.99 

BART VS JUGGERNAUTS .12.99 

BATMAN• 

THE ANIMATED SERIES .21.99 

BATTLE OF OLYMPUS .19.99 

BATTLESHIP .19.99 

BATTLETOADS .,.14.99 

BATTLETOADS IN 

RAGNAROK’S WORLD.16.99 

BIONIC COMMANDO .19 99 

BLUES BROTHER'S JUKEBOX ..19.99 

BOULDER DASH.21.99 

CASTLE QUEST .20.99 

CASTLEVANIA.14.99 

CASTLEVANIA 2 .9.99 

CHUCK ROCK .20.99 

DAFFY DUCK• 

THE MARVIN MISSIONS .21.99 

DARKWING DUCK .22.99 

DR. FRANKEN 2 .19.99 

EMPIRE STRIKES BACK .21.49 

FI POLE POSITION.19.99 

FELIX THE CAT .16.99 

FIDGETTS.23.49 

FIREFIGHTER.19.99 

FORMULA 1 RACE 

(WITH 4 PLAYER ADAPTOR) .25.49 

FRANKY, JOE AND DIRK 


ON THE TILES .19.93 

GARFIELD.24.99 

GEAR WORKS.16.99 

GOAL .21.99 

GOLF .18.49 

HUMANS .17.99 

JUNGLE BOOK .23.99 

INDIANA JONES AND 

THE LAST CRUSADE.18.99 

JURASSIC PARK.24.99 

KID DRACULA.12.99 

KID ICARUS .19.99 

KIRBY’S DREAMLAND .20.49 

KIRBY’S PINBALL .18.49 

KONAMI GOLF.22.99 

LAMBORGHINI.21.99 

LEMMINGS .17.99 

MARBLE MADNESS.9.99 

MARIO AND YOSHI.20.49 

MEGA MAN 2 .20.49 

MEGAMAN 3* .17.99 

MERCENARY FORCE.21.99 

MONSTER MAX .19.99 

MORTAL KOMBAT .21 99 

MS PACMAN * .17.99 

MYSTIC QUEST .25.49 

NFL QUARTERBACK CLUB.23.99 

NIGEL MANSELL'S 

WORLD CHAMPIONSHIP .21.99 

NINTENDO WORLD CUP .20.49 

PANG .19.99 

PINBALL DREAMS.17.99 


POPULOUS .22.99 

PREHISTORIC MAN .19.99 

PRINCE OF PERSIA .17.99 

R-TYPE .19.99 

SENSIBLE SOCCER .20.99 

SPIDERMAN 2 .19.99 

STAR TREK .17.99 

STAR WARS.22.49 

SUPER MARIO LAND.19.99 

SUPER MARIO LAND 2 .25.49 

SUPER MARIO 3 

SUPER MARIO LAND 3- 

WARIO LAND*.21.99 

SUPER RC PRO-AM .21.99 

TERMINATOR 2 .9.99 

TESSERAE .14.99 

TETRIS 2*.21.99 

TINY TOON ADVENTURES 21.49 

TINY TOON ADVENTURES - 
MONTANA’S MOVIE MADNESS ...21.99 

TITUS THE FOX .19.99 

TOP RANKING TENNIS.19.99 

TRACK AND FIELD.19.99 

TROLLS.23.99 

VIKING CHILD .16.99 

WORLD CUP STRIKER .23.99 

WORLD CUP USA '94.24.99 

WWF SUPERSTARS .19.99 

ZELDA - LINK’S AWAKENING.22.49 

ZEN - INTERGALACTIC NINJA ...12.99 
ZOOL .21.99 


QS197 PYTHON 2B JOYSTICK 
FOR SUPER NES 
10.99 

QS190 
MAVERICK 
2B JOYSTICK 
FOR SUPER 
NES 
9.99 


- ' X 



PHASE 9 

MULTI PLAYER ADAPTOR 
FOR SUPER NES FOR SUPER 
BOMBERMAN AND OTHER 
FOUR PLAYER GAMES 
19.99 

GAME GENIE (GAMES ENHANCER, ALLOWS CHEAT 
CODES TO BE ENTERED FOR INFINITE LIVES. 

CREDITS ETC. BOOK OF CODES INCLUDED) .37.99 

LEADS 

SCART LEAD • SUPER NES TO TV WITH SCART INPUT .9.99 

MONITOR LEAD - SUPER NES TO 

PHILIPS CM8833 MK2 OR CBM 1084S MONITOR ...12.99 


NINTENDO STEREO AUDIO/VISUAL LEAD 
FOR SUPER NES (INCLUDES SCART/EURO 
CONNECTOR AND RED/YELLOW/WHITE 
PHONO STEREO AND VIDEO LEAD) .15.99 

STORAGE 

PROTECTOR CASES FOR CARTS (PACK OF 4). 
PROTECTS CARTRIDGES FROM MOISTURE 

AND DUST (CLEAR PLASTIC).6.99 

DUST COVER FOR SUPER NES (CLEAR PVC) 4.99 

LOGIC 3 MULTI CASE CARRY BAG WITH 
COMPARTMENTS FOR LEADS, JOYPADS 
AND GAMES .11.99 


GOLDSTAR CI14A80 14” TV 

COLOUR TV/MONITOR WITH 
REMOTE CONTROL AND SCART INPUT. 
ON SCREEN DISPLAY. CHILD LOCK. 

SLEEP TIMER AND ON TIMER.169.99 

FREE SCART LEAD 

(STATE AMIGA, ST, MEGADRIVE, CD32 OR SNES) 


Y EXTRAS SSK 

PROTECTOR CASES FOR CARTS S§ H , ^ TURNING IT 

(PACK OF 4). PROTECTS CARTRIDGES g INTO A TABLETOP 

FROM MOISTURE AND DUST .6.99 MACHINE WITH 

CAR ADAPTOR FOR GAMEBOY (PLUGS AND 

NTO CIGAR LIGHTER FOR POWER) ...6.99 _ * ^JOYSTICK 

LOGIC ADAPT0R SOUND AMPLIFIER 

FOR GAMEBOY .7.99 AND SPACE FOR STORAGE. 

GAMELIGHT FOR GAMEBOY REQUIRES GAMEBOY MAINS 

IFOR USE IN THE DARK) .7.99 ADAPTOR OR BATTERIES 22.99 



HANDY BOY FOR 
GAMEBOY. 
MAGNIFIES AND 
LIGHTS SCREEN, 
AMPLIFIES SOUND 
AND ACTS AS A 
MINI JOYSTICK 
21.99 

KONIXG.B. 
HOLSTER FOR GAMEBOY 
(ATTACHES TO BELT) 
4.99 




JOIN now from just £4.00 

READ Special Reserve Magazine 


48 Page colour club magazine sent bi-monthly to members 
only. The latest Reviews. Charts & Release Schedule 

7 (H00SE from our Huge Selection 

S I Disks, CD's. Cartridges. Utilities, Education. Home Office. 

- 1 New Technology and Hardware 16 Page colour catalogue 

Wf at Best Possible Prices 

\ Just one purchase from Special Reserve will normally 
save you the cost of joining. Top discounts on all products. 


rv SAVE with our Special Deals 

Always hundreds of Special Reserve Offers. Top games at 
I \ [§) prices you won't believe and hardware at amazing reductions 

SAVE MORE with our XS Coupons 

Money-off coupons worth over £180 a year off top game: 
j You'll find them on the back page of each club magazine 

AMD ENTER our FREE competitions 

Six reasons why over 200,000 people have joined 
Special Reserve, the biggest games club in the World! 
»••••••••••••••••••••••••*••••••••••••••••••< 

We only supply members but you can order as you join 

Just send in the form below or phone. There's no obligation to buy. 

0279 600204 

OPEN to 8pm DAILY or by Fax on: 0279 726842 
FREE 16-PAGE COLOUR CATALOGUE - JUST ASK 



EEK! 

CHELMSFORD - 43 Broomfield Rd 

just around the corner from the bus station 
SAWBRIDGEWORTH - The Maltings 
200 yards from the train station 

AMIGA CD32 CD BASED CONSOLE 
ALSO PLAYS AUDIO CD s VIA STEREO OUTPUT 
AND VIDEO CD's VIA OPTIONAL FMV ADAPTOR. 
SPECTACULAR VOYAGE PACK 
WITH MICROCOSM AND CHAOS ENGINE 
PLUS ADDITONAL WING COMMANDER, OSCAR, 
DIGGERS AND DANGEROUS STREETS GAMES 
(WHILE STOCKS LAST) .229.99 

ATARI JAGUAR 64-BIT CONSOLE 
WITH JOYPAD AND CYBERMORPH GAME 
PLEASE CALL FOR STOCK AVAILABILITY. 
FIRST COME FIRST SERVED 
GENUINE UK VERSION.229.! 


MEMBERSHIP FEES 


6 MONTHS 
MEMBERSHIP 

UK MEMBERS 4.00 

■ OVERSEAS EC MEMBERS 6.00 

OVERSEAS WORLD MEMBERS 7.00 


ONE YEAR TWO YEARS ♦ 
MEMBERSHIP FREE HARD BINDER 

7.00 14.00 

9.00 18.00 

11.00 22.00 


WE ONLY SUPPLY MEMBERS BUT YOU CAN ORDER AS YOU JOIN. (fl 
All prices include VAT and carriage to UK mainland. See base of order form for 5 
overseas surcharges. We supply hardware orders to UK mainland addresses only. £ 
(PLEASE PRINT IN BLOCK CAPITALS) V0 |Q 

Name_ 


1 

1 Phone Machine 

1 

1 Enter membership number (if applicable) or 

> NEW MEMBERSHIP FEE (ANNUAL UK 7.00) 


1 --* 

! item 


j item 


1 item 


1 

litem 

1 



ALL PRICES INCLUDE UK POSTAGE & VAT 


Cheque/P.O./Access/Mastercard/Switch/Visa (Switch Issue No_ 
Card expiry date_Signature_ 


Cheques payable to: SPECIAL RESERVE 
P.O. BOX 847, HARLOW, CM21 9PH 

Overseas Orders Surcharge (EC or World) 
Software orders please add £2.00 per item. Non-software items 
please add 25%. Hardware items supplied to UK mainland only. 
Overseas orders must be paid by credit card. 


We only supply official UK products Official suppliers of all leading brands 

We sell games and peripherals all at amazing prices for Megadrive, 
Mega CD, Master System, Game Gear, Super NES, Gameboy, NES. 
Lynx, Amiga, Atari ST, PC, CD ROM, CDi, CD32 and Apple Mac. 

Inevitably some games listed may not yet be available 
Please phone sales on 0279 600204 to check availability before ordenng 
We reserve the right to change prices and offers without prior notification 
PRICES CORRECT AT TIME OF GOING TO PRESS 25.5 94 E 4 O E 
Inter-Mediates Ltd, 2 South Block. The Maltings, Sawbndgeworth Herts CM21 9PG 























































































































































































































































































































































































GET DOWN TO 


WOOLWORTHS 


FOR THE WHOLE 
SHOOTING MATCH 





FIFA 

INTERNATIONAL 

SOCCER 


FIFA International soccer brings 
you the full-throated big-match 
atmosphere, compulsive gameplay 
and in depth strategy for the 
ultimate soccer simSelect from 30 
national sides and face up to 8 
opponents in a gruelling league 
show-down. The speed's 
scorching, the action flowing - 
pushing the award-winning game 
to its limits with anetfull of new 
features. 

The enhanced EA SPORTS 
StadiumSound™ with its 
multiplexed stereo sound 
reproduction will suck you into 
the 3-D action as you control 
your eleven with every trick in 
the book, from acrobatic 
overheads to diving headers. 

FIFA International Soccer. If it's in 
the GAME, it's in the GAME. 




if 

it r s in 
the GAME, 
it's in 
the GAME 


NEW FEATURES FOR THE SNES 

•5 Player simultaneous play with 
Hudsonsoft Super MultiTap 
•New pass power meter for inch-perfect passing 
•Enhanced EA SPORTS StadiumSound™ 

•Improved player graphics 
•30 all new chants 
•New reverse angle instant replay 
•New slow motion-replay 
•New Man of the Match award 



SNSPORTS 


The FIFA logo is © 1977 FIFA/DEYHLE. Used under license by Electronic Arts. EA SPORTS, 
the EA SPORTS logo, StadiumSound and If It’s In The Game, It's In The Game are trademarks 
of Electronic Arts. All rights reserved. Software © Electronic Arts 1994. 



OCEAN SOFTWARE LTD • 2 CASTLE STREET • CASTLEFIELD • MANCHESTER ■ M3 4LZ • TELEPHONE: 061 832 6633 • FAX: 061 834 0650 





























